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CHARACTERS 



INTRODUCTION 


B rought together by coincidence and bound together by a common enemy, kaimArgonarand his group 

ARE ANYTHING BUT RAGTAG: CURRENT AND FORMER MONARCHS AS WELL AS MYSTERIOUS AND POWERFUL IMMORTALS 
HAVE JOINED UP TO FIGHT THE FORCES OF EVIL. 

DURING THEIR ADVENTURE EACH CHARACTER WILL BECOME MORE POWERFUL. THE CHARACTERS' BASIC ATTRIBUTES 
(PRESENTED IN THIS SECTION) PROVIDE A ROUGH OUTLINE FOR HOW THEY WILL ADVANCE AS THEY GAIN LEVELS; 

THE HIGHER THE GRADE, THE FASTER THE CORRESPONDING STATISTIC WILL GROW. MORTALS LEARN SKILLS AS THEY 
PROGRESS, AS INDICATED ON THEIR SKILL ADVANCEMENT CHARTS; IMMORTALS GAIN NEW SKILLS ONLY BY LEARNING 
THEM FROM THEIR MORTAL ALLIES. SOME SKILLS ARE EFFECTIVE AUTOMATICALLY (INDICATED BY A DASH IN OUR CHARTS), 
BUT OTHER SKILLS MUST BE ACTIVATED IN BATTLE AND MAY COST MP TO USE. THE SKILL ADVANCEMENT CHARTS SHOW 
THE MP COST TO USE THOSE MOVES DURING COMBAT. 
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GAME BASICS 




Everything in Lost Odyssey begins with exploration, so it’s critical that you familiarize yourself with the basics of traveling and 
investigating the game world. In this section, we’ll make sure you’re mobile and know what to watch for. 



WALKING 


Your primary mode of trans¬ 
portation will be your own feet. 
Most of the time, Kaim represents the en¬ 
tire party as you walk around. Pay atten¬ 
tion to your surroundings as you explore 
the many towns and dungeons—subtle 
visual clues, such as a group of people all 
looking in the same direction, could in¬ 
dicate where you should head next. Kaim 
will stare at things of interest, as well; 
if you notice him looking at something, 
follow his path of sight to the object. If 
you still aren’t sure what you’re supposed 
to interact with, look for onscreen but¬ 
ton prompts that let you know when you 
might want to check something out. 



walking Slowly 

You can usually walk at your 
own pace wherever you go, but 
there are times when a light step will be 
handy, especially when you’re sneaking 
around places someone else doesn’t want 
you to be. In those instances, hold down 
the B button to walk slowly (and more 
quietly). Remember to keep the B button 
held down until you’re out of danger—as 
soon as you let go, you’ll resume hiking 
in your normal, louder way, which could 
cause all sorts of mayhem. You won’t have 
to walk slowly very often during your 
journey, but it’s important to keep this 
technique in mind, because it’s extremely 
useful at times. 



F 


RUNNING 


Walking slowly might get you 
past unwitting enemies, but 
running will let you evade the wary ones. 
Hold down the X button to pick up the 
pace. Occasionally you’ll need to run to 
avoid moving obstacles such as runaway 
boulders. In monster-filled areas, you 
can make a break for the exit with a quick 
dash, slimming down the number of 
battles you’ll likely have to fight. You can 
run any time you want, which is handy 
for whisking through towns that you’ve 
already trekked through multiple times, 
but don’t be so hasty as to miss a hidden 
treasure or valuable information from 
the townsfolk. 
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Traveling via the world Map Menu 


1 You can jump from one major location to another via the World Map mem 
When you exit a town or dungeon, the World Map menu will appear auto¬ 
matically, showing you where you can travel (indicated both as dots on the map and 
in a list). If there is a key location where you should head next, a blue flashing 
icon will appear next to the place name in the list. As the story unfolds, 
you won't always able to return to a place you've been before; those 
locations will be grayed out until you can return to them. 


Navigating by Ship 


J Once you've commandeered a ship, you can 

take to the high seas. When you're on the ship, 
you have much greater camera control than you do when 
you're just walking around, and it can be disorienting at 
first. The camera doesn't actually move when you turn your 
ship; use the right stick to adjust your view as you navigate. 
Employ the Navigation Map to keep your bearings, or press the 
right trigger to pause and bring up a full map. If you'd like you 
can press the right bumper to go inside the ship's cockpit, but 
there's not much to do there. Head to the front of the cabin to 
resume steering. 


ice. Navigating underwater can be a little tricky, as your vision isn't 
* great and you don't have landmarks to go by; use your map to get your 

bearings. When you're underwater, be sure to look for bubbles of air rising from 
the seafloor—they're indicators of where to search for hidden treasures. Flying isn't 
the most useful skill—you won't find any items in the air—but it's kind of cool to get a 
bird's-eye view of the world. The White Boa can plow through solid ice, opening up new 
passages for you to explore—just get a good head of steam and crash into the ice floes. 


There are some places even your trusty ship 
won't go, such as over icefloes and through 
heavy currents. 


The White Boa lets you break 
through solid ice to discover 
otherwise unreachable locations. 


Newer ships, such as Sed's Nautilus, let you 
dive under the sea to explore submerged caves. 
















































Your Navigation Map is invaluable. As 
you move around, keep one eye on it for 
obscured passages and hidden doorways. 
Doors and other egresses are repre¬ 
sented as blue bars; in towns, you can 
identify shops and ringmakers as purple 
dots, inns as blue dots, and save loca¬ 
tions as orange dots. You can press the 
BACK button to adjust the zoom to three 
depths, which is especially helpful for 
when you begin to hunt for treasure—it 
shows up as a yellow dot once youve got¬ 
ten a hint as to its whereabouts. 



Merchants 


r Most towns, and even a few 

locations outside of town, have 
at least one merchant who’ll sell you 
items and equipment. Most merchants 
sell an array of products—you won’t 
often find separate accessories stores, 
weapons stores, and ring-components 
stores, for example. There may even be 
multiple merchants within the same 
store—purple dots on your map will 
help you locate vendors. Making money 
isn’t all that difficult; there’s no need to 
be shy about spending your hard-earned 
gold on a new weapon or overstocking on 
healing medicine. 


You can sell off excess items and inferior 
equipment—at a reduced price from what 
you bought them at, of course. 




The Ringmaker 


7 

A' One merchant of note is the 

' traveling ringmaker. He assem¬ 

bles powerful rings by combining weaker 
rings. For example, he can take a Flame 
Ring, which adds elemental power to your 
physical attacks, and a Bruiser Ring, which 
increases your attack damage, to create the 
stronger Fire-Powered Ring that combines 
the effects of its enhancements. Since you 
can wear only one ring at a time, these hy¬ 
brid rings are very valuable. The ringmaker 
is usually not behind a counter, but you 
can often find him near stores that sell ring 
components. As you progress through your 
quest, the ringmaker becomes more adept 
at assembling rings; check back with him to 
see what new combinations he can create. 


INNS 


The ringmaker doesn't ask for any money — 
only rings that you've created on your own. 


m 

J The inn is the hub of most towns, and a good place to find people with infor¬ 
mation to share. You can also stay the night in towns for a nominal fee, but you 
will hardly ever find yourself in need of an overnight stay because you regain your health 
completely every time you jump to a new location via the World Map menu. When you 
do choose to sleep, you’ll be given the option to review the dreams you’ve recalled. How¬ 
ever, you can also review dreams in the title menu any time you like, free of charge. 
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SAVE POINTS 


You can save your game when standing near 
glowing orange save points. Save often, even 
in towns, as challenging areas tend to sneak up on you. 
When you come across a save point while exploring a 
dungeon, consider it a subtle indicator that you re ap¬ 
proaching a particularly tough section or a boss. 


Easy,Healing ~ at. Save Points 


Y OU CAN HEAL YOUR ENTIRE PARTY USING A LITTLE TRICK 
AT SAVE POINTS. AFTER SAVING, GO INTO THE SYSTEM 
MENU AND QUIT YOUR GAME, WHICH WILL TAKE YOU BACK 
TO THE TITLE SCREEN. WHEN YOU REENTER YOUR GAME, 
YOUR ENTIRE PARTY WILL BE FULLY HEALED, SAVING YOU 
BOTH TIME AND PRECIOUS HEALING RESOURCES. 




Virtually everywhere you go, someone can provide a morsel of helpful information. Talk to everyone you see, from boring old inn¬ 
keepers to hyperactive children—you never know whose knowledge will lead you to a special item or prompt one of Kaim’s memory- 
inducing dreams. Besides, the story is just that much richer when you get the perspective of the people in it. Press the A button to 
speak with someone; there will seldom be an onscreen prompt to tell you when you re close enough to get someone’s attention, so just 
walk up and say hi. 


SUBQUESTS 


[T" Most of the people you speak with have only a few general words to say before sending you on your way. However, a 

number of folks have greater plans for you. If someone has lost their dog or has misplaced their absent-minded boyfriend, 
it’s worth taking the time to solve the little problem: often it will lead to a handsome reward. Some quests are more elaborate than 
others; for example, one puzzle will have you paying your respects to 16 statues scattered all across a mountain village, while an¬ 
other will require you to play tag with a young girl. You don’t have to stray far to solve the quests—just keep your eyes peeled as you 
explore the surrounding area. 






































F 


Treasure Hunting 


At a certain point into your journey, you’ll be able to sniff out hidden valuables via a treasure locator. However, you won’t 
be able to discover these items all on your own; you’ll need to talk to people to get a little nod in the right direction so you 
know where to look. You should speak to everyone you come across, as you can’t tell who’s going to give you a tip. The tipsters won’t 
be willing to cough up detailed directions to their hidden treasures, but they will usually give you a pretty good hint. After you get 
your clue, the approximate location of the item will show up on your Navigation Map, and you can review the clue in the Treasures 
tab of the Items section on your menu screen. The item locations are typically invisible, but you’ll know you’re in the right place when 
your controller rumbles like crazy as you approach your target. 



) ktm sun ci'r jll h -'fctie.ii cnriif i imt# ivi. i wii ego awy idnnir* 
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SEARCHING FOR ITEMS 




Many of the valuable items you’ll need for your quest can be found 
by searching areas carefully. The hidden items could be anything 
from accessories to recovery items to spells for your Spell Book, and 
can be found in towns as well as in dungeons. Some items are easier 
to locate than others—treasure chests and large pots are obvious 
places to look, but many items are stashed in less evident locations, 
such as among cascading flowers or under a pile of rocks. Note that 
the way items are concealed is consistent within an area—if you 
find something by kicking a tree trunk, keep your eye open for more 
tree trunks to kick. The value of the items themselves is pretty good 
incentive, but you can also earn an achievement for finding all the 
hidden items in the game, so it’s worth searching every nook and 
cranny even if you feel that your party is in good shape. 
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I N VARIOUS LOCATIONS AROUND THE WORLD, PlPOTS—STRANGE LITTLE CREATURES WITH LONG RABBITLIKE EARS— 
HAVE TAKEN UP DWELLING IN POTS. THE PlPOTS WILL OFFER TO TRADE ITEMS FOR MORE-POWERFUL ITEMS. SOMETIMES 
THE MORE ITEMS YOU TRADE, THE BETTER ITEMS YOU ; LL GET; OTHER TIMES, THOUGH, THE BENEFIT OF THE TRADE IS NOT 
SO BLACK-AND-WHITE. PlPOTS CAN ALSO UPGRADE MP-RECOVERY ITEMS, CURATIVE ITEMS, AND EVEN BOMBS. 


WHAT THE PlPOTS LIKE THE MOST, HOWEVER, ARE SPECIAL ITEMS CALLED SEEDS, WHICH YOU'LL FIND ALL OVER THE 
PLACE. YOU CAN TRADE SEEDS FOR WEAPONS AND ACCESSORIES; COLLECT ALL 99 SEEDS TO ACQUIRE THE SIX SPECIAL 
ITEMS THE PlPOTS HAVE AVAILABLE. 


PIPOT LOCATIONS 


Grand Staff Construction base 


GOHTZAN REFUGEE CAMP—MEDICAL TENT 


GHOST TOWN—FUNERAL BEACH 


THE WHITE BOA— PILOTHOUSE 


Mountain village Tosca— Old Man bosso's house 


PIRATE FORTRESS 


uhra—Monorail—The castle Station 


SAMAN—ERLIO FAMILY HOUSE 
































DREAMS 

















The 

Talkative 

Meqppnary 


Th* rrtrriparr^ wil l Idl tO flu? vrvn+f. 

It is Nirf a mattET of time. 

They '-will mount their attack air dau^i. 

The rrain body ed th? allied tew«n 

has already drawn ter back from the fnccit. 

Only the mercenary are left behind the barricade. 

Their ordmidelend it to the death. 

Theje men, vAw have gone from battlefield to battlefield, 
knew exactly what that means. 


rt.aln recalls a me#noTV that 


Kaim has seen many important events over the past thousand years, but his amnesia 
prevents him from remembering most of his life. Occasionally Kaim's memories will 
flood back to him when he comes across something similar to an event in his past. At 
such times, an interlude shows a story depicting his dream. Kaims dreams aren't in¬ 
tegral to the progress of the story, but they provide insight into Kaims long life. Kaim 
isn't the only one to have the dreams; Seth's memory will also percolate through the 
fog of her amnesia. While much less frequent, her dreams tend to be more relevant to 
the game's story (and they usually are part of important cinematic sequences). You 
can check the main menu to see which dreams you've already viewed. Consult the ap¬ 
pendix for a full list of the dreams and how to trigger them. 


PIPOT SPECIAL ITEMS 


Seeds Required 

Items 

20 

Adamantis (sword) 


Adamantis Ring 

40 

Earth Charm 

60 

POWER BANGLE 

80 

Gigantes Brooch 

99 

Pipot Collar 


IN ADDITION TO REGULAR SEEDS, 
THERE IS A CHAIN OF EVENTS 
THAT INVOLVES PASSING SPECIAL 

Seeds from one pipot to the 
next. Complete the chain of 
events by giving each Seed to 

THE CORRECT PIPOT TO EARN 
THE BRACELET OF EFFICIENCY, A 
POWERFUL ITEM THAT LOWERS 
THE AMOUNT OF MP REQUIRED 
TO CAST A SPELL. TO BEGIN THE 
EVENT SEQUENCE (DETAILED 
BELOW), GET THE SPIKY SEED 
FROM THE HUNGRY MAN IN THE 
GOHTZAN REFUGEE CAMP BY 
FETCHING WARM FOOD FOR HIM. 

Special Seeds 


H Spiky Seed to... 


Pipot in Gohtza 

REFUGEE CAMP . 


BRACELET OF EFFICIENCY 
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B etween wild monsters and armies at war with each other, the world of Lost Odyssey is full of peril. 
More often than not, you'll need to let your fighting skills do your talking for you. understanding 

HOW TO USE EVERY AVAILABLE COMBAT TECHNIQUE IS ESSENTIAL FOR YOUR SURVIVAL. 


PICKING A FIGHT 



There are a number of ways for you to engage in battle. Most of 
the time, battles will be random occurrences while you are in 
field and dungeon areas; these are perhaps the most dangerous 
because you never know when theyTl happen. However, there 
are also plenty of bosses that feature much more difficult battles. 
If you come across a save point deep within a dungeon, you can 
bet that you re about to get into a major fight. Take the games 
advice—its always smart to save before a boss battle. 
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For every round of battle, you must choose what you want each character to do—fight, cast a spell, defend, etc. What you can’t decide 
directly, however, is when your characters will perform their actions during each turn. You can roughly predict that using items and 
defending will happen at the beginning of a turn, melee attacks will happen next, and spells tend to take the longest to perform. Each 
member of your party has a speed rating that serves as a baseline for when they will perform their maneuvers, but many factors (such 
as spells and status effects) can go into changing that speed. When you’re choosing what action to perform, you won’t be able to see 
the turn order of the upcoming round—only once the battle sequence begins will you have the luxury of seeing who attacks when via 
a row of icons on the bottom-left of the screen. 

In addition, each monster has its own speed rating that has to be factored in—pay attention to when a monster attacks, as a given 
monster tends to strike at the same time during every round of battle. 


When fighting multiple monsters of the same type, you can identify 
them individually by the letters on their icons. 
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If you cast a spell that takes more than one turn to complete, the 
number of turns remaining will appear over the character's icon. 
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Physical Attacks 


□ : 

The one action that every character can perform in battle is to attack with a 
weapon. With the right attacker, it can be your most potent tool in battle— 
powerful warriors such as Kaim and Tolten are almost always best utilized by letting them 
display their physical might. But some characters, particularly the more magic-oriented 
members of the group, should never swing their weapons unless it’s completely necessary. 
You can swap your weapons in battle to great effect, as discussed under "Swapping Equip¬ 
ment in Battle” later in this section. 

Attacking an enemy consists of more than a brute-strength assault. You don’t need the same 
level of planning that goes into choosing your next skill or spell action, but there are some 
things to consider. Bear in mind how much damage your fighter has been inflicting to deter¬ 
mine howto best utilize his resources. Additionally, the amount of damage a character can 
do will vary based on the character’s equipped items, particularly rings. 



(H 


Attacking with Rings 


h You can augment your melee attacks with various powers and attributes by wear¬ 

ing special rings. Many rings improve your fighting, with effects that add some 
sort of damage modifier against certain types of monsters (such as Magical or Fire-type 
beasts), or grant you the power to inflict a status ailment upon your foe (such as Poison or 
Sleep). There are also more-powerful rings that combine several of these skills; such rings 
are generally much more difficult to acquire. Your party members can wear only one ring at a 
time, but they can change the ring they’re wearing at any moment, even during battle, simply 
by pressing left on the left thumbstick on the character’s main combat menu, and selecting 
Equip. This is a free action that will not use the character’s turn. Since ring effects trigger 
only on an attack, characters that you don’t intend to attack with don’t need to equip rings. 



Weapons augmented with an 
elemental effect from a ring will have 
a corresponding aura. 
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Using Rings in battle 


Its a good idea to assemble rings as soon and as often as you can, for two reasons: First, 
ring components are not in short supply. You'll even come across merchants willing 
to sell you ring components at a reasonable price. Second, many rings are themselves 
components necessary for creating more-powerful rings. At the very least, create one of 
every type of ring. And remember to look for ringmakers who can convert excess rings 
into more-powerful rings that have combined skills. 



Not only will you earn ring components for winning in battle , but you can steal components 
during the melee. 


For the most part, you must make rings yourself from components that you find in the 
wild, acquire from battle, or purchase in shops. You must have enough of each of the 
necessary components before you can make a new ring; once you've acquired at least 
one of the components, your Ring Assembly menu will be updated automatically with 
the ring formulas that use that component. 
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To get the full use out of your equipped 
rings, you must perform a timed action 
during battle. Once all your moves have 
been set and the battle sequence starts, 
when an attacking character begins its 
move a circle will appear over the target 
enemy and a countdown sequence will be¬ 
gin. Hold down the right trigger (RT) at 
the start of the count to form a circle that 
will shrink onto the first one—then let it 
go when the circles align. If you're close 
to matching them up, you'll get a Good 
rating and a slight ring effect; if you're 
exact you'll get a Perfect rating for a more 
powerful effect. It's pretty hard to miss 
completely and get a Bad rating, which 
results in no bonus at all—the most com¬ 


mon reason for missing is simply forget¬ 
ting who was attacking during the round. 


Another important element of ring usage 
is swapping them in battle, which will be 
covered in detail later in this section. 





For every kind of ring you can make, there is an Ultra version that you can create, as well. Ultra rings increase the size of the timing 
circle during attacks, giving you a better shot to nail Good and Perfect hits. You'll be able to see the difference in battle—the outer, 
shaded part of the timing circle will be significantly larger. Ultra rings are no more powerful than their normal equivalents, but the 
added opportunity will benefit your team's performance in battle. 



















































With skills you can create powerful combinations. For example, you can use Taunt to draw enemy 
attacks to a character with the Counter skill, who can then perform counterattacks. 


Some skills grant their effect automatically, 
while others, like Jansen's Steal, must be selected 
from the Skill menu. 


LEARNING SKILLS 


SKILL LINKING 


Skills are the primary factor in differentiating mortal from immortal char¬ 
acters. For mortals, learning new skills is rather simple: they learn them as 
they gain levels, and they can equip accessories to add new skills, as well. They can 
never forget any of the skills they have learned (except for skills they know due 
only to an equipped accessory). Pretty much everything a mortal knows how to 
do except attack and defend comes from a skill—even the ability to cast spells 
is considered a skill. For immortals, learning skills is a more involved process, 
detailed next. 


Immortals do not gain any skills on their own. Instead they must learn the skills 
from their mortal allies through Skill Linking. An immortal can link to any skill 
that a mortal already knows; the immortal will be able to use that skill after learning it 
and assigning it to a skill slot. For an immortal to truly learn the skill, heTl have to go 
into battle with the mortal whose skill hes linked with. (Skill Linking doesn’t affect the 
mortal in anyway.) 


Cooke's Prayer skill can heal a party member 
without consumingMP. It's not very strong, but 
at lower levels it's invaluable. 


Just as the way characters dress or speak defines their personality, skills define 
how they behave in combat. Skills serve all kinds of functions, such as granting 
physical or magical powers to party members or bestowing them with the ability to 
steal items from their enemy. Not all skills provide characters with moves that they 
can perform manually during battle; in fact, most skills improve your characters 
automatically. Battles are the exclusive domain of skills—you’ll never be able to use 
them outside of combat, even to heal a wounded ally. 


Skills operate a lot like spells: you can use only one per turn, and they draw 
from the same pool of available MP as spells do. Skills are not necessarily 

reliant on a member’s natural magical ability, 
however—the power of skills such as Combo 
and Power Hit depend on a character’s physi¬ 
cal strength, for example. Skills have varying 
degrees of effectiveness, and like spells, the 
ones you acquire later in the game 
tend to be much more powerful 
than the ones you have toward 
the beginning. 
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Additionally, immortals can learn skills from accessories in the same way they learn them from a mortal. When an immortal equips 
an item, the character will slowly gain the knowledge to learn how to use that item. Skills have SP (Skill Points, which are akin to 
Experience Points). You must earn enough SP in battle for the immortal to fully know the skill he’s trying to learn. 



Immortals can pick and choose their skills arsenal by establishing Skill 1 Immortals can use the skills contained within accessories as they’n 
Links with their mortal allies. Since they can select from numerous I learning them, but they must learn a Skill Linked skill completely 

skills amongst numerous mortal allies, their options are many. | before they can use it themselves. 


Assigning skills 


□ 4 

Once an immortal has earned enough SP to learn a 
given skill, the process for equipping the skill is only 
half over. You must then assign the skill to one of the charac¬ 
ter’s skill slots. Since you can equip only as many skills as you 
have slots (and immortals will learn far more skills than they 
have room for), skill slots are extraordinarily important. To 
increase the number of skill slots an immortal has, you must 
find Slot Seeds—rare and valuable items that are strewn across 
the world. There are 48 Slot Seeds in all—enough to give each 
immortal character 12 of them. 
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Magic is vital to your combat strategy, but the scale of the magic system can be overwhelming. Spells serve a number of purposes, 
particularly causing damage and status effects, and healing and protecting party members. Many spells perform the same function, 
but to varying degrees of effectiveness—choosing the right spell for the occasion is of paramount importance. Like the other aspects 
of a character’s growth, spells will become stronger as your team gains power. But it won’t matter how many spells you’ve learned if 
you don’t know how to use them wisely. 



Magic Classes 


There are three main classes of spells: White Magic, Black Magic, and 
Spirit Magic. White Magic involves mostly healing and status-recovery 
spells, but there are effective attack spells, such as Shine, as well. Black Magic 
spells are offensive for the most part, with an emphasis on elemental and status 
attacks. The wild-card spell group is Spirit Magic, which includes an eclectic mix¬ 
ture of offensive, defensive, and support spells. It takes a while to see how Spirit 
Magic spells can integrate into your battle strategy, but they can become effective 
tools once you understand their value. Mortal characters tend to be proficient in 
only one type of magic—Mack is a specialist in Spirit Magic, for example. 


II- 

n * .: 

* 

k * 

4 .1000 # 

62 



' 



The Spirit Magic spell Gamble does random damage 
against a single enemy—sometimes it does a 
devastating amount of damage, and sometimes... 
not so much. 











































Composite Magic 

L_ 


Theres a fourth type of spell that isn’t exactly a class on its own: Composite 
Magic gives spellcasters the ability to combine two spells that they already 
know into one greater force. For example, if a caster knows the Spirit Magic 
spell Shadow and the Black Magic spell Aqua, he can cast All-Aqua, which is 
the equivalent of casting Aqua on every foe he’s facing. Like the other spell 
classes, Composite Magic has multiple levels of proficiency— even if you 
know the two spells that go into making a composite spell, you must have the 
necessary skill level to cast it. Composite Magic tends to work best for immor¬ 
tal characters, who can learn multiple groupings of spells relatively easily. 

LEARNING SPELLS 

Spell levels are essentially skills, and are learned the same way—mortals earn the ability to cast more-powerful spells 
as they gain levels, and immortals learn spell levels from Skill Linking. Each spell level provides the ability to learn four 
spells, but you’ll know only two of them automatically. The other two are found as items somewhere in the game. The good news is 
that everyone in your party uses the same Spell Book, so if you find a spell, everyone who knows the skill for its level will be able to 
use it right away. 




White Magic Spells 
earned Automatically 


| | Heal Cure poison 

| Zephyr Cure paralysis 

| Cover Cure Seal 

| Heala Cure Petrify 

| Zephyra Cure-All 

| Covera Revive 

| Healus Heal Up 

iWS*- _-_ 


Black Magic Spells 
earned Automatically 



| FLARE 
| Sleep 
| Seal 
| Flara 
| Flare Mine 
| Wind Mine 
| Flarus 

| — _ 


Wind 

Prism 

Stone 

Winda 

Prisma 

JAMMING 

WINDUS 



Spirit magic Spells 
earned Automatically 




Frequently you’ll learn spells that are the more- 
powerful equivalents of spells you already know. For 
example, Zephyr and Zephyra both heal your entire 
party, but Zephyra restores about four times as much 
HP per character. It costs more to cast, but it’s much 
more convenient to use Zephyra once than Zephyr 
three or four times. 

Immortals can learn spells either via Skill Linking or 
by wearing accessories that teach them the spell (just 
as they can with other skills). Learning a spell level 
means that you’ll also learn all the spell levels below 
it—for example, if a character learns Level 5 Black 
Magic, she will also gain the knowledge of levels 1 
through 4. Note that to earn the achievement that 
comes with Kaim learning every skill, he’ll have to 
learn each skill at every level—it’s not good enough 
to teach him only the highest level of magic. 
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Casting Spells 


T 

J Most of your characters can cast spells at one point or another, but some characters are better suited to it than others. Pay 

attention to each characters Magic Attack stat and maximum MP to determine the best candidate for taking on primary 
spellcasting duties. 


Each spell costs a certain amount of MP to cast; typically, the more powerful the spell the 
more it costs to cast. Try to use the spell that best suits your situation—don't use the stron¬ 
gest spell in your arsenal if a weaker spell will get the job done. And remember that skills 
and spells draw from the same pool of MP, so plan your spellcasting strategy accordingly. 


HBMBHUaaw 

Every spell requires a certain amount of time to cast, and that duration is sometimes 
longer than one turn. In general, you can tell which spells take the longest by seeing 
how many allies or foes the spells affect: spells that deal damage to an entire batch of 
enemies at once tend to take at least two turns to pull off, while single-target spells are 
much quicker. 

You can get a rough idea of when in the turn a spell will be cast by looking at its casting 
speed—a number and a letter that tell you when your spell command will be executed. 
The number represents how many turns must pass before the spell gets cast. The letter 
in the casting time indicates when within the turn a spell will be cast, with S spells going 
off earliest, followed by A through H. For example, if you cast a spell with a 2-G casting 
time, you must wait one full turn, and on the next turn you will execute the spell. The 
farther through the alphabet the letter is, the later it will go off during the turn. 

You can change your mind if you choose to not continue to cast a multiturn spell— 
after every turn, you have the option to take a different action. A lot can change over 
the course of a single turn, and your original plans might not be optimal. In that case, 
cancel the spell and change direction to better serve your needs. 





?dr.n an 


Spells affecting an entire group usually 
take more than one round to execute. 


If the rest of your party has trimmed away a 
good number of enemies, there's no need to 
cast a group spell when a single-enemy spell 
will be just as effective. 


Modifying Casting Time 


There are a number of ways to modify 
when a spell will be cast. Certain acces¬ 
sories will accelerate the process, as will 
some skills. These modifiers can make a 
big difference—many spells that would 
take two rounds to cast will be shortened 
to one round, allowing you to get off a 
power spell when you need it the most. 



The time it takes to cast a spell maybe 
delayed if an enemy attacks in midspell. 

If you get hit before you can get your spell 
off, occasionally it will push the execu¬ 
tion back a full turn. The upside is that 
spell delays don't affect only you—if you 
suspect a monster will cast a spell, you 
can focus your attacks on that monster 
in an effort to delay the spell's execution. 
Some skills and items minimize the like¬ 
lihood of your spells getting delayed, as 
well as increase the chances of delaying a 
monster's spellcasting. Your Guard Con¬ 
dition also affects the likelihood of a spell 
being interrupted, as detailed under "The 
Guard Condition" later in this section. 





























.Using Healing”Spells] 


Most spells are designed strictly for use within battle, but you 
can use HP-restoring spells outside of combat. Any member 
of your group can cast healing spells—even those who are not 
in active formation. Use your reserve members' MP first when 
healing your party, and save your active players' MP for the 
battlefield. You don't need to worry about spells that cure status 
ailments, because all status ailments are expunged automati¬ 
cally at the end of every fight. 



USING ITEMS IN COMBA1 



Using items in lieu of performing other actions in battle 
has advantages and disadvantages. The big advantage 
is that using an item is usually the first thing that hap¬ 
pens during a round, even before melee attacks. If you're 
concerned that one more hit will take down an ally, it's 
better to use an item to heal him than to wait for a spell to 
do it (which would force you to weather an entire round 
of attacks). Items can also take the place of spells when 
you're low on MP or you've been hit with a status ailment 
that prevents spellcasting. In such instances, items can 
be a good option in a push to end a battle—especially el¬ 
emental items that have the same effect as spells (such as a 
Ground Bomb, which is the equivalent of a Ground spell). 

On the other hand, the ability to use items is limited to 
items in your inventory. You won't find merchants inside 
dungeons, so conserve items until you really need them. 
Money is never hard to come by; don't hesitate to stock 
up on restorative items before you enter a new area. 




enemies that have tough physical defense. 



Angels Plumes 


Y OU MAY BE TEMPTED TO PURCHASE A BUNCH OF ANGEL'S 
PLUMES IN CASE YOU NEED TO RESURRECT YOUR FALLEN 
COMRADES, BUT THERE ARE A FEW BIG CAVEATS ABOUT THAT 

approach. First, Angel's Plumes don't give your party 

MEMBERS MUCH HP TO GET YOU BACK ON YOUR FEET—MORE 
OFTEN THAN NOT, YOU'LL GET KNOCKED DOWN AS SOON AS 
YOU STAND UP. 

Second, immortal characters come back to life on 

THEIR OWN AFTER TWO TURNS (THEY ARE IMMORTAL, AFTER 
ALL), AND WHEN THEY RETURN THEY'LL BE GIVEN MORE HP 
THAN WHAT AN ANGEL'S PLUME PROVIDES. THE BEST TIME TO 

use Angel's Plumes is toward the end of a battle, as only 

THE SURVIVING (AND NON-PETRIFIED) MEMBERS WILL EARN 
EXPERIENCE. 

After you gain the Double Item skill, which lets you 

USE TWO ITEMS CONSECUTIVELY, ANGEL'S PLUMES BECOME 
MORE EFFECTIVE BECAUSE YOU CAN RESURRECT MULTIPLE 
CHARACTERS, INCREASING THE ODDS THAT ONE WILL SURVIVE. 

Finally, at the end of battle all characters come back 

TO LIFE (AS WELL AS LOSE ALL STATUS AILMENTS)—SO YOU 
WON'T NEED TO USE ANGEL S PLUMES OUTSIDE OF COMBAT. 


Yes! He s back 


in the fight! 
And... down 
he goes again. 


T.n 


V ' . jf 

iji - u , . \ 

r ljyou re going to use 

an AngeVs Plume , 

save it for the 

* I ~-i mortals. Immortals 

will come back to 
life on their own. 
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n am positioning 


How your party members are placed 
during battle can have a significant ef¬ 
fect on your team’s performance. Team 
positioning is largely intuitive, but there 
are some key aspects you should be 
conscious of. 

You are permitted to have only five active 
members in your battle formation—the 
rest of your party will have to watch from 
the sidelines. You can distribute your 
party members between the front and 
back row any way you please. The best 
strategy is to put your stronger melee 
attackers in the front row and your magic 
users in the back. Your heavy hitters 
don’t get an advantage for being closer 
to the action, but their higher Defense 
and HP serves to protect the entire party 
because of the Guard Condition system. 



Jansen might not like being stuck behind a girl, but Seth's high HP will save his life more often 
than he'd like to admit. 



The Guard Condition 


The Guard Condition (GC) system protects the back line of your party from taking as much damage as the front line. 
When your GC is high, attacks against the back line will suffer far less damage than the same attacks against the front 
line—this goes for spells as well as melee hits. As a result, it’s best to put characters with weaker defense in the back row to preserve 
their lives. 


The starting strength of the GC is determined by the total combined HP of the characters in the front row, so you’ll want to enter 
every battle with your front-row fighters at or near full HP. As your front row takes damage, the GC wears down. The more the GC 
deteriorates, the more susceptible to damage your back line becomes. The GC wears down in increments from 4 to 0—a full GC is at 
level 4 and gradually wears down to 0 as you take damage. Your GC falls every time your party gets hit, but the inverse isn’t true— 
healing characters doesn’t restore GC. You can restore GC in other ways—via certain skills, for example. 

In short battles, GC isn’t much of a factor because the battles are usually over before it can make any difference. However, it’s impor¬ 
tant to keep your GC up in long, drawn-out battles so that your back row doesn’t get battered by attack after attack. 



Guard Condition applies not only to attacks 
and spells, but also to damage-causing status 
ailments. 


Enemies understand GC—your front line will 
be targeted more heavily early in battle. 


The skill Wall (and its stronger variants Walla 
and Wallus) will replenish lost GC. 


Your GC level also has an effect on casting interference—the likelihood of a spell getting delayed in midcast will increase as the 
party’s GC dwindles. 










































Skills That Affect 
Enemy GC 


Fiow GC Affects Formation Changes 



enemies, 
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I Cut Down 
Lucky GC ignore 


Rings That Damage 
enemy GC 


Shockwave Ring 
Destruction Ring 
hammer Ring 
Mauler Ring 


I Wall 
Stand Firm 
Stand Ready 


Outside of battle you can 
adjust your formation as 
much as you please. But 
once you get into battle 
its not so easy. To move a 
character from one row to 
another, you must use that 
player’s turn, and he won’t 
be able to do anything else 
during that time. When 
you change a player’s posi¬ 
tion, the GC will adjust 
accordingly—move a 
character to the back row 
and you’ll lose GC; move a 
character forward and you 
will gain GC. 


Petrification 


T he status 

AILMENT 

PETRIFICATION HAS 
A UNIQUE EFFECT 
ON YOUR GC. WHEN 
A CHARACTER IS 
PETRIFIED, YOU'LL 
LOSE GC EQUAL TO 
ALL THE REMAINING 
HP OF THE 
AFFLICTED PLAYER. 
HOWEVER, IF YOU 
TREAT THE AILMENT 
DURING BATTLE, 

THE GC WILL 
RETURN IN FULL. 


Enemy GC works exactly the same as party GC— 
to hit a back row of enemies effectively you should 
first wear down their front row. Quite often, the 
enemies will align similar to how you would, put¬ 
ting the high-magic, weak-defense fighters in the 
back row. You don’t have to completely wipe out 
the enemy’s GC before turning your attention to a 
back-row foe—just beat up on the front row until 
the GC is whittled down enough to make your 
shots felt. Also, remember that your melee attacks 
will typically come first—you can cast spells ef¬ 
fectively on the back row of enemies at a battle’s onset 
if you target your fighters at the front row. Of course, you 
can’t always tell at a glance which enemy is in which row—check the 
diagram under an enemy’s name when you target it to verify its position. 


As soon as you 
can do any real 
damage, pounce 
on back-row 


When all the 


enemies are on 
f „ the same row, 

the Enemy GC 
meter doesn't 
appear. 

























/ * k 



The value of swapping out items in midbattle cannot be understated— 
it is one of the most important techniques you can employ. If you get 
into battle against a Fire-type foe, equip a Water-type ring to deal extra 
damage. If you want to see if an enemy is carrying a rare item, equip 
the Treasure Glasses accessory and see what the enemy is holding, then 
switch back to a more combat-oriented accessory. You can even steal an 
item from an enemy, and equip it during the same battle! 


Some items will change the appearance of the character that wears them. 
It doesn’t make any difference gameplay-wise, but when the camera 
passes over Kaim wearing cute little Mimint Ears, its worth a chuckle. 


Your characters can utilize an incredible combination of weapons, 
rings, and accessories, each of which serves a different purpose. You can 
change your equipment any time you want, even in the midst of a battle, 
without penalty—it won’t cost your characters a turn. 








Nfriir r^i 
w 1 


Weapons 


Your party can use a host of weapons in battle. Weapons don’t possess any special powers—a weapon’s only value is how 
hard it hits. You won’t need to change your weapon often—just equip the most powerful weapon a character can use. Most 
of the members of your party have only a small selection of weapons that they are allowed to use—Mack can use only discus-shaped 
weapons, for example. Some characters eventually learn skills that allow them to share the ability to wield their specific weapons with 
other players, however. If an immortal learns Jansen’s Black Staff skill, for instance, she can then use all of his weapons in battle, too. 

You can usually buy more-powerful weapons at the shops in each town, but the most powerful weapons in the game can be found in 
the wild—keep your ears open for side quests and special missions, which frequently provide new equipment as rewards. 


RINGS 


You learned about rings in an earlier section, but they deserve emphasis 
here—you stand to gain the most by swapping out rings during battle as 
the need arises. Every enemy has a weakness, and the more rings you have, the more 
you can take advantage of the weakness by equipping suitable rings. You’ll find a 
good number of ring components by searching your environment, but if you really 
want to get good stuff, steal from enemies early and often. (There are even rings that 
can help you steal more often and more effectively.) The rings that you can’t make 
by yourself (those that you’ll either need to find or have created) tend to be the best 
in the game, giving the attacker an array of different bonuses for any situation. 














































accessories 

Accessories provide mortals and immortals alike with skills. Like rings, you can usually wear only one at a time, although 
later in the game you'll be able to equip multiple accessories simultaneously. 


Similar to Skill Linking with mortals, immortals can 
learn an accessory's attached skill by wearing it until 
they've garnered enough SP. But since they also have 
to equip the skill they've learned for it to be in effect 
(which takes up a precious slot in their skill list), there 
are times when you may want to keep the accessory 
equipped even after an immortal has learned the skill 
from it, simply to save yourself a skill slot. 

Mortals can't learn skills from accessories as immortals 
can—they must have the accessory equipped to reap its 
benefits. There's no advantage to having the same skill 
linked twice; Jansen doesn't benefit from having the 
Thief's Bracelet equipped since he already knows the 
Steal skill, for example. The same goes for immortals— 
if you choose to assign the learned skill in a skill slot, it's 
best to equip a different accessory right away. 






When you defend, you forgo any offensive action in favor of pro¬ 
tecting yourself for the round. It makes a significant difference 
in how much damage you'll take, but usually you should defend 
only when you have no other effective option in battle—for 
the most part, your best defense is a good offense. Besides, the 
defending player might not even be targeted, which negates the 
whole point of defending. 

Some skills make defending a much more valuable tool in battle. 
One of the most effective is the Relax skill, which will restore a 
significant amount of MP when you defend. Give it to one of your 
back-row spellcasters and defend when you get into an easy battle. 


When all else fails and it appears your chances of winning the 
battle are slim, you can try to escape from the battle by pressing 
left from the character's battle menu and selecting Flee. If you 
flee, you won't earn any experience, gold, or other spoils like you 
do when you win a battle. Additionally, your flee attempt might 
fail—you might not be allowed to escape and you could lose your 
chance of doing anything else. If the situation is particularly 
dire, try to flee with multiple characters to improve your chances 
of escaping. Once you get the skill Turn-Tail, try to always have 
one member of your party equip it—it guarantees your ability to 
flee every time. 
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In addition to taking physical damage, your characters and enemies alike are susceptible to status ailments. Status ailments ad¬ 
versely affect performance in battle by preventing the target from casting spells or by putting him to sleep. Status ailments aren't 
guaranteed—if you're targeted for Paralysis, there's a decent chance it will fail. The duration of status ailments also varies— 
sometimes a status ailment will last only one turn, and other times it will last multiple turns. Some status ailments persist until 
you take care of them through spells or items, or until the battle is over, (in all cases, status ailments are wiped away after the 
battle is over—even death is reversed at the end of battle.) 

You can protect yourself from status ailments by using skills that provide resistance, limit how often you get afflicted, or prevent 
you from receiving the status ailment at all. Some enemies (particularly bosses) have immunities to status ailments, as well— 
experiment with a variety of ailments to figure out what works against an enemy and what doesn't. 



Status Ailments during battle 


Condition 

DESCRIPTION 

DURATION 

CURE 

KO 

UNABLE TO PERFORM ANY ACTIONS 

UNTIL END OF BATTLE FOR MOR¬ 
TALS, TWO ROUNDS FOR IMMORTALS 

Angel's Plume 

Critical HP 

When low on HP, all actions occur faster than normal 

RANDOM 

Healing Medicine 

Frostbite 

Changes to Freeze status if any freezing attack is 

SUSTAINED 

Permanent until cured or 

CHANGED TO FREEZE 
(OR END OF BATTLE) 

Blazing Ruby or Cure-All 

Sleep 

UNABLE TO PERFORM ANY ACTIONS 

RANDOM 

Mint powder or Cure-All 

POISON 

TAKE DAMAGE AFTER EVERY TURN 

Permanent until cured 

(OR END OF BATTLE) 

Antidote or Cure-All 

PARALYZE 

Causes any action that is queued to be cancelled 

RANDOM 

Anti-Paralysis Herb or Cure-All 

Seal 

Disables the Spell command; it is impossible to use magic 
until Seal is removed 

RANDOM 

Seal Clear or Cure-All 

Kelolon 

Attack damage and HP recovery reduced to i; 

CRITICAL-HIT DAMAGE INCREASED 

RANDOM 

kelo-Vitamin or Cure-All 

TOXIN 

TAKE DAMAGE AFTER EVERY TURN; IF AFFLICTED WITH BOTH 
TOXIN AND POISON, THE TOXIN EFFECT TAKES PRIORITY 

PERMANENT UNTIL CURED 
(OR END OF BATTLE) 

Antidote or Cure-All 

Virus 

TAKE DAMAGE AFTER EVERY TURN; STACKS WITH POISON/TOXIN 

PERMANENT UNTIL CURED 
(OR END OF BATTLE) 

Antidote or Cure-All 

BLIND 

Reduces Accuracy, Evade, and chance of critical hits 

RANDOM 

Eye Drops or Cure-All 

Dizziness 

UNABLE TO SELECT TARGET FOR NORMAL ATTACKS, SKILLS, 

ITEMS, OR MAGIC 

RANDOM 

Smelling Salts or Cure-All 

Terror 

UNABLE TO PERFORM ANY ACTIONS 

RANDOM 

Brave Fruit or Cure-All 

Darkness 

CAUSES A RANDOM STATUS AILMENT AFTER EVERY TURN 

RANDOM 

White Flame rock or Cure-All 

Petrify 

UNABLE TO PERFORM ANY ACTIONS 

Either immediate or after two 

TURNS 

Stone Beast's Thorn or Cure-All 

Curse 

CAUSES A RANDOM STATUS AILMENT 

Permanent until cured 

(OR END OF BATTLE) 

Cure-All 

FORMATION 

PARALYSIS 

Cannot change formation in battle 

Permanent until cured 

(OR END OF BATTLE) 

Bind Healer or Cure-All 











































As diverse as your combat repertoire is, the monsters you’ll face are even more varied. Monsters have both types and elements that 
denote their strengths and weaknesses. No single action in your arsenal is guaranteed to work against every monster—you must 
make wise decisions and attack a monster’s weaknesses if you want to be victorious. 


Monster Types 


Monster types describe some physical aspect of your foe, such as Hardened or 
Organic. Some monster types are helpful in determining how you should at¬ 
tack them; for example, Hardened types are tough to hit with physical attacks. You can 
also get an idea for how they’ll attack you—you can be sure that Spirit Magic enemies 
are inclined to cast Spirit Magic. You can’t tell what type a monster is by default—the 
skill Factual Analysis will reveal its type (and its element, discussed next). However, 
you can often tell what type a monster is by its appearance—birdlike creatures are typi¬ 
cally Aerial types, and robotic-looking foes are Mechanical types, for example. 


You can deal extra damage against monsters of certain types by equipping type-specific 
rings. Since you can swap out rings during battle without burning a turn, you can give 
yourself an advantage for virtually every attack you launch. That means you’ll need 
to have the appropriate ring in your inventory when you go into a battle, so be sure to 
make at least one of every type of ring that you can. 




There are rare monsters that have multiple types, and thus multiple weaknesses. 


Equip the right ring for each situation—wear the Jamming Ring to knock out mechanical 
enemies, for instance. 



Elements 


In addition to types, some 
enemies are branded with 
elements. There are only four elements, 
and they work in a rock-paper-scissors 
fashion—each element is vulnerable to 
a different element and strong against 
another. Elemental enemies are easier to 
fight than enemies that have no element, 
as there are magic attacks that will do 
elemental damage in addition to your 
ring enhancements. Though an elemental 
attack won’t do as much damage against 
a non-elemental enemy as against an 
elemental foe, they do work. There’s no 
need to save your elemental spells for 
elemental enemies only. 



Elemental spells are effective against non- 
elemental foes, too. The spells affect all non- 
elemental enemies the same way since there's 
no elemental matchup to factor in. 


Elemental Strengths 
and Weaknesses 


> _ 

a 

l — 

y 

< _ 
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BATTLE REWARDS 
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BONUS FEATS 


CHARACTERS 


WALKTHROUGH 


You will very rarely get 
great items like Slot Seeds 
from battle. 


X?# 
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ft 
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Stole Slot Seed I 


* 


Result 5 




Remember that fallen allies won't earn experience. 


All this combat has its rewards. Most importantly, combat provides experi¬ 
ence that will raise your characters' levels. Going up a level not only raises 
your stats, but also allows your mortals to earn new skills at regular intervals. 
When you go to a new location, you'll typically gain levels quickly until you 
reach the ideal level for that area. But if you're higher-level than you should 
be for a given area, you'll earn only 1 Experience Point per battle, making it 
impractical to level up by picking unnecessary fights. 


You'll also earn SP after each battle—usually equivalent to how many enemies 
you fought. This does not scale the way Experience Points do, so you can grind to 
earn SP. Additionally you'll earn gold, plus items chosen at random from enemies' 
Dropped Item lists (which you can see with the Treasure Glasses or the Trea¬ 
sure Analysis skill). These items are almost always ring components. 
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E HIGHLANDS OF VVOHL 



L ost Odyssey begins with kaim at the center of an all-out war between the nations of khent and uhra. 
Even kaim may not be entirely sure how he got there, or why, but that won't stop him from laying 

WASTE TO ANY KHENT SOLDIER FOOLISH ENOUGH TO STAND IN HIS WAY HOWEVER, THERE MAY BE DEADLIER THINGS 
THAN KAIM TO HIT THIS BATTLEFIELD. . . . 


The Might of an immortal 


r— 

J. There are two phases to Lost Odyssey's opening battle. In the first, Kaim is 

* surrounded by an army of soldiers who are too weak to break through his 

defenses. You can pick any target you like, and theres no need to worry about defend¬ 
ing or using items. 

But when the soldiers realize just how screwed they are, they'll call in a Heavy Tank 
that is more than capable of pounding Kaim into a pool of blood, bone chips, and dan¬ 
gling forelocks. To defeat it, you'll need to alternate between targeting its Right Unit 
and Left Unit. Whichever one you hit will raise a shield to defend against your next 
attack, so don't ever target the same one twice in a row. You should have just enough 
health to destroy both units and hit the tank's Magic Engine for the killing blow, but 
if you want to fight conservatively, you can defend to reduce the damage of the raised- 
arm Blade Attack and heal yourself with Kaim's supply of Healing Medicines. 
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Hypocenter 


F Bashing Soldiers with the Bruiser Ring _ 

After the meteor impact, Kaim finds himself in the Hypocenter area of the High¬ 
lands. The area is littered with the shattered husks of Khent war machines, which 
Kaim can smash apart with a tap of the A button. YouTl find items in the debris, including a 
Bruiser Ring that Kaim will equip automatically. 


< 


A. Healing Medicine 

B. Bruiser Ring 

C. Angel’s Plume 

D. Mana Herb 

E. Name Plate 







Edge of Wasteland 


TOGORGE] 


M A. Healing Medicine 
B. Mana Herb 


rfcTHYPOCENTER' 


A. Healing Medicin< 

B. Mana Herb 

C. Healing Medicine 

D. Whetstone x4 

E. Angel’s Plume 


When Kaim attacks with a ring equipped, a white circle will 
appear, and if you hold down the right trigger and release 
it just as the circle aligns with the target reticule on the foe, 
youTl activate the ring s ability (in this case, dealing addi¬ 
tional damage). The Insane Khent Soldiers that wander the 
Highlands offer a good opportunity to practice your timing, 
but the results don't matter much; even if you fail to activate 
your ring, you should deal more than enough damage to kill 
them with a single hit. 








































HP: 

TYPE: 

ELEMENT: 

STEALS: 

DROPS: 


ENEMY 

Insane 
w Khent Soldier 


X 


PLflt ^ lfbE*^ncd, 






Don t miss the Name Plate to your left as you re about to leave the 
first area. It's a key item that you can trade for something useful h 
Uhra's Residential Area, and you’ll never be able to go back for it. 


F your Chariot has Arrived _ 

Proceed north down the thin path near the Bruiser Ring, and continue into the 
Edge of Wasteland and Gorge areas. On the way you'll notice several weathered 
crates that crumble to dust as you walk by, revealing useful recovery items. 


After you pass the save point in the Gorge, you 11 meet two friendly sol¬ 
diers who will offer a free ride back to Uhra. Before you take them up on 
it, backtrack toward the entrance of the map since the soldiers lead you 
right past two treasure-filled crates. Then open the two treasure boxes in 
the camp, talk to the other survivors, and hop into an armored car when 
you're ready to move on. While in the car, talk to fellow survivor Seth to 
advance to the next event. 
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THE MAGIC REPUBLIC OF UHR 




T he Council wishes to speak to a survivor, so guards have been sent to escort kaim to an audience with 

THE ELECTED RULERS OF UHRA. IN THE TIME BETWEEN THAT MEETING AND HIS NEXT ASSIGNMENT, KAIM CAN GATHER 
VALUABLE ITEMS, MEET NEW COMPANIONS, AND EVEN RECALL A FEW FRAGMENTS OF HIS PAST. 


I 

Jh - 




The Great Gate 


The Great Gate of Uhra 


Inside the Tower 




A. Seed 

B. ManaHerb 

C. Magma Fragment 

D. Whetstone 

E. IOG 


wrn&mtm 


A. Rigging (see point 2) 

B. Platinum Gauntlet* 

*Not accessible on first 
visit to this area 


SIDE ELEVATORS 











































Monorail-The Great 
Gate Station 






A. Antidote 

B. 100G 

C. 10G 

D. Healing Medicine 

E. Seed 



There's Always Time to loot 


The Council can wait—there are garbage cans that need kicking! Before 
following the guards into the station, run back to the guard tower near 
the entrance to the Great Gate area, and climb the ladder. Kick the garbage can on 
top to reveal the first of 99 hidden Seeds, which can be traded to Pipots for valu¬ 
able items. Four more trash cans await near the entrance to the tower, and the loot 
includes the first of three Magma Fragments you'll need to make a Flame Ring. 



The Mystery of the Missing Helmet 


P - 

You'll meet Colen on the ground floor of the tower, near the cen¬ 
tral elevator. He'll explain that one of the soldiers lost his helmet 
after an elevator ride. When you ride the elevator yourself, keep your eyes 
peeled, and you'll see one of those strange gold helmets stuck on the elevator 
rigging to the right of Kaim. Before following the guards into the station, 
ride the elevator back down, then press the A button to ram the rigging and 
send the helmet crashing down. Return it to Colen for an Antidote Brooch , a 
very important accessory that can teach Kaim the Anti-Poison skill. 




PEELING POSTERS FOR TREASURE 


nr 

J 1 Whenever you see 

a poster that has a 
corner blowing in the wind, 
you can peel it back to reveal 
a hidden item. There are five 
such posters in the monorail 
station, concealing quite a bit 
of money and a second Seed, 
so make sure you find them all 
before you hop onto the train 
at the east end of the station. 


r* 




To zoom in on an object near Kaim, hold down the right trigger. 
Move the camera with the right stick to get a closer look. 


OH 
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Central Station 



Monorail-The 
Central Station 







Central Station Square 


A. Whetstone x2 

B. Seed 

C. Angel’s Plume 

D. Seed 

E. Wind Seal Leaf 

F. Gaia Breaker 
and Gaia Ring* 

*Treasure-hunting 
clue required 


A. Cold Water Stone 

B. Engraved Ring 

C. Mana Herb 

D. Healing Medicine 


A Reward fora Good Samaritan 


[T1 You'll ox,, ,he monorail on «,, second floor o,the 

Central Station, where you’ll find a Cold Water Stone 
in a trash can and an Engraved Ring sparkling on the station 
floor. Take that ring downstairs to the lost-and-found counter 
(on the west side of the station), and the attendant will reward 
you with a Cure-All. Continue into the Central Station Square, 
where you’ll notice several black objects that look like kettles. 
You’ll find items in these, as well as in the usual posters and 
trash cans. 



kaim s New Assignment 

When you exit east from the Central Station Square, 
the guards will escort you through Main Street and 
into the council building. There you’ll be given your next assign¬ 
ment: Investigate the Grand Staff construction site with fellow 
immortal Seth Balmore. While they round her up, you’re free 
to explore Uhra, or head straight to Tolsan’s Inn for a comped 
night’s stay. Before you slumber, make sure to scour the posters, 
vases, and garbage cans for 10 hidden items in the Main Street 
area, and to stop in to Virno’s Tavern to ogle the lovely Rinella. 








































































Main Street 





A. Wind Seal Leaf 

B. Magma Fragment 

C. 100G 

D. Seed 

E. Healing Medicine 

F. Antidote 

G. 10G 

H. Whetstone x2 

I. Mana Herb 

J. Seed 



& 


[toy i rnos Tavern 



l to Main Street] 


[to Main Street, 


u 


Virno's Tavern 


Tolsan's Inn 





A. Antidote 

B. Seed 

C. 100G 

D. Angel’s Plume 

E. Holy Knight Charm 


A. 100G 

B. Aqua Bomb 

C. Seed 
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A Day and Night of Restless Dreams 


J. The proprietor of Tolsaris Inn 

will see Kaim straight to his 


room, where he’ll awaken from one dream 
and then quickly stumble into another. The 
second dream is “Hannas Departure,” the 
first of the “A Thousand Years of Dreams” 
collection of short stories. You can view 
it now, or skip it and watch it later in the 
game (you can select it from the title screen 
or from the menu that appears when Kaim 
rests in a bed). When you finish watching 
it, you’ll earn a 20G achievement. If only 
all literature worked that way! 

If that little taste of Kaim’s backstory left 
you hungry for more, visit the tavern to 
the southwest and approach the bar. After 
a conversation with the soldier there, 

Kaim will remember a second dream, “A 
Hero's Return .” Exit the tavern, come back 
in, and head upstairs to unlock the third 
dream “In the Mind of a Captive” Still not 
enough? Leave the tavern and reenter, 
then approach the father and son at the bar 
to unlock yet another dream, “A Mother 
Comes Home” 

































Residential Area 


Gongora's Mansion 


Residential Area 


START 


A. Quality Iron Sand x2 

B. Seed 

C. Flare Bomb 

D. Berserker Necklace 

E. Hawk Eye 

F. Magma Fragment x2 


A. 100G G. Seed 

B. Magma Fragment H. Seed 

C. Seed I. Cold Water Stone 

D. Whetstone x3 J. Seed 

E. Healing Medicine K. Zephyrus [spell]* 

F. Wind Bomb *Sunderch Glasses 

required 


LTO'RESIDENTfXlTARE^ 


rfVi- rr 



aJjcj 






r # 

■T 1 

L** '**1 
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White Flowers and a Grieving Mother 





If you haven’t met Jansen yet 
and received the summons 
from Gongora, venture south down 
Main Street after your first night’s stay 
at the inn. After that event, you’ll need 
to head north through the Residential 
Area to find Gongora’s Mansion. Be 
sure to stop and talk to the moms on 
the playground benches to trigger two 
events. The first is a new dream, “White 
Flowers .” Don’t miss it! 
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Kaim, Master Ringsmith 


T he poster at point B in the Residential Area 

CONCEALS WHAT SHOULD BE YOUR THIRD MAGMA 

Fragment. That's the last one you need to craft 
the Flame ring and earn the 30G ring Assembler 

ACHIEVEMENT. BUT DON'T EQUIP IT QUITE YET; THE BRUISER 
RING IS MORE GENERALLY USEFUL, AND YOU CAN ALWAYS 
CHANGE RINGS AT THE BEGINNING OF EACH TURN DURING 
COMBAT (WITHOUT WASTING YOUR TURN) WHEN YOU RUN 
INTO A WIND-TYPE FOE THAT WOULD BE PARTICULARLY 
VULNERABLE TO FIRE. 


On the next bench over, you’ll find a mother who lost her son in the Highlands 
battle. Give her the Name Plate you found there, and she’ll reward you with a pair 
of Poison Oils. They’re of no use by themselves, but they’ll put you halfway toward 
making the Poison Ring. 


’Iw- 


Jfr’Jdfi. t I >in|iT.f-rv fiBCfehf+ti 


an Audience with Gongora 


IT 

A Continue north through the Residential Area, 
' where you’ll find Gongora’s lavish mansion. 

When you speak to the guards, you’ll be asked to step 
aside until Tolten leaves, and then you’ll be ushered into 
the building. Make your way to the Magic Research Lab 
at the center of the mansion, kick over a few trash cans, 
and then ride the elevator in the northwest corner to 
Gongora’s study. You’ll find Jansen already waiting. 































RAIDING GONGORAS TREASURE STORES 


m 

-> After you meet with the councilman, his masked attendants will 
offer you anything you like from his treasury, which really takes 
all the fun out of stealing it. Head north from the Magic Research Lab and 
hit the three treasure boxes, which contain a number of useful accessories. 
Before you leave, step between the two chests to the left, grab the wooden 
crate with the A button, and pull it toward the chests. You can then slip 
behind it to discover a fourth chest full of Magma Fragments. 



ONE FINAL DREAM, ONE FINAL TREASURE 

You'll run into Seth on your way back to Main Street, and the message left 
for you at the inn will confirm her claims. To return to the Great Gate, you 
can take either a cab or the monorail. Dream-seekers should opt for the latter; Kaim 
will remember the “Little Liar” dream when he runs into a father and daughter sitting 



F 


Meet up and 
Hit the Road 


Kaim will find Seth waiting in 
front of the Great Gate, and Jansen and his 
entourage will join you soon after that. As 


on the benches at the upper floor of the Central Square Station. The monorail to the your merry party heads toward the open 


Great Gate departs directly across from them. 


road, Barkus (the long-absent owner of the 
weapon shop) will drive up to meet you. 



He's off to reopen his shop in town, but he'll 
give you a crack at his wares first. You can 
buy plenty of bombs and recovery items for 
your journey, but the only new accessory is 
the Thief's Bracelet, and since your immor¬ 
tals can learn Steal from Jansen, it isn't a 
necessary purchase. 



Barkus' Arms and 
Armor Emporium 


ITEMS 

ITEM 

PRICE 

Healing Medicine 

40G 

Manaherb 

60G 

Antidote 

15G 

Angel’s plume 

150G 

Flare Bomb 

100G 

Aqija Bomb 

100G 

Wind Bomb 

100G 

Ground bomb 

100G 

Accessories 


ACCESSORY 

1 ENHANCEMENT 

1 PRICE 

THIEF’S BRACELET 

| STEAL 

250G 

BERSERKER 

I CRISIS 

220G 

NECKLACE 

| ATTACK BOOST 


HOLY KNIGHT 

■ CRISIS 

220G 

CHARM 

| DEFENSE BOOST 



SHOP DETAILS 


When you take the elevator down the Great Gate tower, stop to speak to the guard at 
the ground level. He'll ask for your help controlling the elevators that run along the 
east side of the tunnel, and give you three levers to pull. To line them up, pull 
the levers in A, C, B, A, A order. You can then take the elevators yourself to a 
treasure chest with a Platinum Gauntlet accessory. 
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THE IPSILON MO UNIT AIT® 


KSU%v\ 




T o reach Grand Staff from uhra, kaim's party wile have to cross the treacherous ipsilon Mountains, it's 

A TOUGH ROAD, BUT YOUR PARTY IS IMMORTAL—AT LEAST, MOST OF ITS MEMBERS ARE. MORTAL JANSEN HAS ONLY A 
FRACTION OF THE STRENGTH OF KAIM AND SETH, SO THEY'LL NEED TO WORK HARD TO KEEP HIM ALIVE. 




Ascent 


Valley Road 


Mountain Hut 


Near 


A. 100G (in tree) 

B. Seed (in tree) 

C. Mana Herb 

D. Ground [spell] 

E. Wind Seal Leaf 
x2 (in tree) 

F. Magma 
Fragment (in tree) 


G. Seed (in tree) 

H. Slot Seed 

I. Flare Bomb 

J. Knight’s Code 

K. Antidote (x2) 

L. Healing Medicine 


START 


A. Magma Fragment x2 (in tree) 

B. Seed (in tree) 

C. Wind Seal Leaf x2 (in tree) 

D. Flare Bomb 

E. Barricade [spell] 

F. Whetstone x2 (in tree) 

G. Seed (in tree) 

H. Coverus [spell]* 

*Sunderch Glasses required 
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B efore you take the first step of your journey, make 

SURE THAT KAIM AND SETH HAVE EACH EQUIPPED AN 
ACCESSORY AND LINKED TO ONE OF JANSEN'S SKILLS. ON THE 
HARD ROAD TO COME, EACH HERO WILL WANT ACCESS TO 
JANSEN'S WHITE MAGIC LVl FOR BETWEEN-BATTLE HEALING, 

SO MAKE THAT YOUR FIRST PRIORITY WHEN AN IMMORTAL 
FIRST LEARNS A SKILL FROM JANSEN, YOU'LL UNLOCK THE SKILL 
LINKER ACHIEVEMENT—LET THAT BE A REMINDER TO EQUIP 
YOUR NEW SKILL WITH THE SET COMMAND IN THE SKILL MENU. 

Skills from accessories typically take longer to learn, 

SO GET AN EARLY START ON ANTI-POISON FROM THE ANTIDOTE 
BROOCH AND GUARD HEAL FROM THE PLATINUM GAUNTLET, 

AS BOTH WILL BE USEFUL IN THE BOSS BATTLE TO COME. 
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Ramming Trees and Probing pots 

There is a lot of great treasure on this map, but youTl need to be extremely 
thorough to find it. Be sure to approach each tree and attempt to ram it with 
the A button, as the trees often contain Seeds and ring-assembly components. YouTl 
also find a few pots and even a treasure chest, which contain several excellent bits 
of loot: a Ground spell that will now be available to anyone with Black Magic Lvl, a 
Knight s Code accessory, and best of all, the first Slot Seed. Slot Seeds increase the 
number of slots an immortal has for equipping skills, and while the first seed is of no 
immediate use, it will be invaluable when your skill lists begin to fill up. Split the Slot 
Seeds you find evenly between Kaim and Seth. 
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The First Taste of Real Combat 


The monsters youTl face here can wear you down (particularly the Ground-casting Diacorns), so be sure to 
keep your health up. As a general rule, target only front-line foes (youTl see either "Front” or "Back” highlight¬ 
ed beneath a foe’s name when you target it), and concentrate on culling your enemies’ numbers quickly. Kaim should 
be able to kill a Dagger Bird with one hit if you can score a Good or Perfect with a ring, while the slightly weaker Seth 
should stick to targeting the more-feeble Kelolons. Jansen will gain plenty of MP as he levels up, so he can afford to use 
Black Magic spells liberally. 


Practice the timing of your ring attacks, and aim for Perfects even 
when you don't need the damage boost. You'll unlock the Perfect 
Three achievement if you can score three Perfects in a row. 


When your foes are at the brink of defeat, have a few of your 
characters use the Steal skill instead of attacking. Stealing has a 
low success rate, but it's a good way to build up your inventory of 
ring-assembly components. 


Determining Enemies J^lemental Weaknesses 



Y OU CAN LEARN THE FACTUAL ANALYSIS SKILL FROM THE 

Hawk Eye accessory or link it from Jansen, who 

LEARNS IT AT LEVEL 13. WHILE ANY PARTY MEMBER HAS 

Factual Analysis equipped, you'll be able to see each 
foe's elemental type when you target it. From that, 

YOU CAN FIGURE OUT THEIR WEAKNESS: EARTH-TYPE FOES 
ARE WEAK TO WIND, WIND-TYPE FOES ARE WEAK TO FIRE, 

Fire-type foes are weak to water, and water-type foes 

ARE WEAK TO EARTH. HAVING JANSEN CAST WIND SPELLS 

against Earth-type diacorns is a good way to quickly 

ELIMINATE THE STRONGEST FOE IN MOST ENEMY PARTIES. 
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Peak 



Mountain Hut 

fjhrfllKMI 


A. Seed 

B. Search Glasses (if light is on) 

C. Antidote 

D. Power Drink 

E. Shield [spell] (if light is on) 




Northern Ridge 


A. Mana Herb 

B. Healing Medicine 

C. Angel’s Plume 


Peak 


A. Forceus [spell]* 
*Sunderch Glasses required 
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m Steel Yourself for the Battle at the Peak 

In the morning, open the doors at the north end of the cabin and set off on 
the long hike up the northern ridge. Keep an eye out for rock piles on the 
way, which Kaim can kick over to reveal recovery items. Theres a tough boss ahead, 
so you might want to spend a little time running back and forth in this area until 
you’ve earned enough experience to hit at least level 14, and enough SP to learn use¬ 
ful skills like Anti-Poison, Guard Heal, and Stand Ready from your accessories. If 
you tire of the grind, take a break and enjoy a new dream, “The Upstreamers.” 


A Night's Rest Before the Big Climb 

The Mountain Hut offers a welcome opportunity to rest up, save, and scavenge 
for loot. Make sure to light the torches near the stairs on the ground floor, and 
between the beds on the second floor, since only their light will illuminate two hidden 
items: the Search Glasses accessory and a Shield spell. When you’re ready to rest, speak to 
Jansen to trigger an event scene. 
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T he combination of Guard heal and Stand ready will allow 
Seth and Kaim to recover small amounts of both their own 

HEALTH AND THE PARTY'S GUARD CONDITION, WHICH IS ESSENTIAL IN 
THIS FIGHT. WHEN YOUR IMMORTALS ARE FREE TO ATTACK, THEY CAN 
GET IN A LITTLE BIT OF EXTRA DAMAGE BY WEARING FLAME RINGS—YOU 
SHOULD HAVE MORE THAN ENOUGH MAGMA FRAGMENTS TO MAKE TWO OF 
THEM. IF YOU'VE FOUND ANY POWER DRINKS ON THE WAY HERE, CONSIDER 
CRACKING ONE OPEN TO SIGNIFICANTLY BOOST KAIM'S ATTACK STRENGTH 
FOR THIS FIGHT. 





~ c : ^v," 


G RILGAN IS ONE OF THE TOUGHEST FIRST BOSSES YOU'LL EVER MEET, BUT YOU'LL BE REWARDED FOR YOUR TRIAL 
WITH A DROPPED SLOT SEED, SO IT'S WORTH TAKING A BEATING. THERE'S AN AUTOSAVE CHECKPOINT RIGHT 
BEFORE THE BOSS, SO DON'T WORRY IF YOU CAN T GET THE JOB DONE ON YOUR FIRST TRY. 

it'll be mostly up to Jansen to do the brunt of the work by repeatedly casting Flare (Kaim can provide 

VALUABLE ASSISTANCE IF HE HAS BEEN FORTIFIED WITH A POWER DRINK). IT'S EVERYONE ELSE'S JOB TO KEEP JANSEN 
ALIVE, WHICH MEANS MAINTAINING A GUARD CONDITION OF LEVEL 3 OR 4 AT ALL COSTS. IT'S TOUGH TO RECOVER 
FROM A LOSING FIGHT; IF YOU LET JANSEN DIE, THE BOSS WILL LIKELY JUST KEEP KILLING HIM WHILE YOU BURN 
THROUGH YOUR STOCK OF ANGEL'S PLUMES. TO AVOID THAT SITUATION, IF SETH'S AND/OR KAIM'S GUARD CONDITION 
TAKES A SERIOUS HIT, RESTORE IT BY DEFENDING TO TRIGGER THE GUARD FFEAL AND STAND READY SKILLS. 

GRILGAN'S DEADLIEST ATTACK IS DOWNBURST, WHICH DAMAGES EVERYONE HEAVILY, AND IF THE BOSS USES IT 
MULTIPLE TIMES IN A ROW, THERE'S ALMOST NO WAY YOU CAN WIN. YOUR HEALING ITEMS AND SPELLS ARE SIMPLY 
TOO WEAK TO TURN A LOSING BATTLE AROUND AT THIS POINT, SO DON'T BOTHER WITH HEALING JANSEN. IF YOU 

can't get your Guard Condition high enough to protect him from a second downburst, have everyone 

SWITCH TO SUICIDE-ATTACK MODE AND TRY TO FINISH THE BOSS BEFORE GRILGAN CAN FINISH YOU. 
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Beast 


Healing Medicine 


Healing Medicine 
Beast’s Horn 


Magic 


Earth 


Ground Bomb 


Healing Medicine 
Whetstone 


Magic 


Earth 


Mana Herb 


Quality 
Iron Sand 


Aerial 


Wind 


Healing Medicine 


Wind Seal Leaf 


Sharp Beak 


None 


Earth 


Poison Oil 


Sticky Tape 


Poison Oil 


Beast 


Healing Medicine 


Healing Medicine 
Beast’s Horn 


magic Rock 


The Descent to Grand Staff 


J If you’re weary after beating the boss, save at the save 

spot, then quit, return to the title screen, and load your 
game. You'll then have full HP and MP for the journey down to 
Grand Staff. 


The bridge is out in the southern slope, so Kaim will need to 
hop across the gaps. Continue past the bridge on the other side, 
and youTl find a small cave blocked by cubic rocks. Knock them 
aside to reveal a chest that holds a pair of Novice Earrings, which 
can teach your immortals a handy skill that allows them to use 
both Lvl Black Magic and White Magic with a single skill slot. 



Mine-Cart Mayhem 

On the Cart Track map, a wood¬ 
en mine cart is blocking your 
path. Use the A button to have Kaim latch 
on, and push it ahead of him with the left 
control stick to get by. That's pretty routine 
stuff—the fun part comes with the other 
two carts, which you can push right off the 
cliff edges to reveal hidden items. 




THE SLOT SEED TUNNEL 


r t 

After taking the first ladder down 
* on the Mining Site map, bash 

away the rocks that block the mineshaft 
entrance. You won't be able to see the tun¬ 
nel, but if you head inside and turn left, you 
can get around the gap on the catwalk and 
emerge at the treasure box in the distance. 
It contains the third invaluable Slot Seed. 




































W EARY TRAVELERS CAN REST AT THE GRAND STAFF CONSTRUCTION BASE, WHERE KAIM'S PARTY CAN FIND HEALING 
ITEMS AND SUPPLIES IF THEY POKE AROUND ENOUGH. BUT THE RESPITE WILL BE A BRIEF ONE, AS THEY'LL STILL NEED 


TO CROSS THE MONSTER-INFESTED SEA OF BAUS TO REACH GRAND STAFF ITSELF. 




Construction Base 


Interiors 


©iMBuais© 


START 


A. Turn-Tail Shoes 

B. Seed 

C. Poison [spell] 

D. Hard Skin x3 


A. Mana Herb 

B. 100G 




[TEMPORARY LABORATORY, 


[Bui lding'MaterialWVare HOUSE 


Engineer's resting room 


FkTexteriori 
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| Sneaking into the Storage room _ 

1 I To get into the base’s storage room, you’ll need to sneak past the guards in 

the western part of the map. Speak to both guards to get them moving, then 
slip behind the first one, latch onto one of the ladder-blocking crates, and pull it to the 
north. Slip out before the guard catches you, then slip behind the second guard and, 
from the south, push the second crate into the space left by the first crate. (Time it so 
the first guard is on his walking route too, or he'll spot you and kick you out.) 

Shimmy down the ladder into the storage room, where you'll find two valuable items 
in the pots, and a guard who is selling a wide variety of supplies. You should have 
all the spells and accessories already, but he also deals in rare ring components and 
upgraded swords and staves. 


SHOP DETAILS 




| ^ ' FEED THE PlPOT IN THE POT _ 

On the base's upper level you'll find the first Pipot, 

' a friendly creature that will happily take all of your 

accumulated Seeds off your hands. If you've been following 
this book diligently, you should have 20 by now, just enough to 
get an Adamantis sword and an Adamantis Ring in return, (if 
not, give it as many as you have—all the Pipots in the world are 
networked, and you can get the treasures from the next one.) 

You can also use Pipots to condense and upgrade obsolete 
recovery items. You can get one Healing Herb for every four 
Healing Medicines you give the Pipot, or one Mana Capsule 
for every two Mana Herbs. Healing Herbs restore 500 HP in¬ 
stead of the 100 HP you get from medicine, so we recommend 
you exchange as many as you can—you can't afford to waste 
time with weak healing items in combat. 


With three different 
enhancements, 
you can't beat the 
Adamantis Ring at 
this point in the game 
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Eastern Shore 


The Sea of Baus 


Rocks near Sunki 


[TOT RATER ISLAND] 


A. Seed 

B. Anti-Paralysis Herb 

C. Power Drink 

D. Seed 

E. Angel’s Plume 

F. Slot Seed _ 

G. Apprentice Earrings * 

H. Ground Bomb 


A. Seed 

B. Yellow Band 

C. Anti-Paralysis Herb 

D. Magic-Luring Stone 

E. Mana Herb 


TO REEFISHALLOWS 




•X-<’ 

Reef Shallows 


mmmmmssm 


A. Healing Medicine 

B. Insect Innards x3 

C. Sticky Tape x4 

D. All-Shield [spell] 


Beach of Wastes 














































Hardened 


Water 


Hard Skin 


Whetstone 


Hard Skin 


Organic 


Water 


Cold water 
Stone 


Magic Luring 

STONE 


Paraweed Thorn 


None 


Water 


Quality Iron 
Sand 


Quality Iron 
Sand 


Pumice of 
Despair 


None 


Water 


Paraweed Thorn 


Cold Water 
STONE 


Paraweed Thorn 


None 


Water 


Magic-Luring 

Stone 


Sticky Tape 


Cold Water 
Stone 



} Strike When the Lights Flicker Out _ 

On the west beach of the Rocks Near Sunken Ship map you'll notice a 
strange contraption with a light that flashes at regular intervals. If Kaim 
approaches it while the light is off, he can destroy it and collect an item from the 
rubble. But if you time it incorrectly and the light flashes while Kaim is nearby, he'll 
be knocked into a random enemy encounter. 




1 Smash through the Shipwreck 


I When the beaches are clear, return to the shipwreck, grab the invaluable 
All-Shield spell from a chest, and smash the rotten wood planks that block 
your progress to the north. You'll emerge at the Reef Shallows, where you absolutely 
must not miss the Yellow Band in the giant clam to the west. Equip it to an immortal 
immediately; you'll want at least one immortal (ideally both) to know Anti-Paralysis 
by the time you reach the boss. 



Continue north to the Beach of the Wastes, which is littered with those flashing 
contraptions. Many have variable intervals between the flashes, making it tough to 
approach them safely. But it's worth the trouble to smash them all—there's a Slot 
Seed, two normal Seeds, and a pair of Apprentice Earrings among the loot. Which¬ 
ever immortal isn't learning Anti-Paralysis should put on the earrings and get started 
learning Lv2 Black-White Magic. 
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Crater Island 





V 


Crater Island 


A. Pumice of Despair x 4 

B. All-Barricade [spell] 


the Stairs to Grand Staff 


IT The G„„d Staff is situatad in th. h„« nf Cate, Island, which is 

easily accessible thanks to a network of stairs. The stairs will take 
you straight to a save spot and on to the boss that awaits you at the Grand 
Staff site, but don’t rush into battle before searching the area. You’ll notice 
that there’s a spot where the stairs have no railing, allowing you to head east 
down a barely perceptible path. At the end you’ll find the All- 
Barricade spell, which you’ll be able to put to good use in the upcoming battle. 


Grand Staff Site 




A. Sage’s Protection 

B. Healing Potion 




















































Organic 


I TYPE: 


STEALS: 


DROPS: 
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r quick tips 
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RECOMMENDED RINGS 


Aqua Ring 
Flame Ring 
Adamantis Ring 


RECOMMENDED SKILLS 


Anti-Paralysis 

(YELLOW BAND) 

Lv2 Black-White magic 
(Apprentice Earrings) 






Stats 


l Bqss Prepj 

T he most important thing that 

YOU CAN BRING TO THIS FIGHT IS 

the Anti-Paralysis skill learned 

FROM THE YELLOW BAND. GRIND UNTIL 
AT LEAST ONE IMMORTAL CAN LEARN 
IT, THEN HAND IT OFF TO JANSEN SO 
THE BOSS CAN T INTERFERE WITH HIS 
SPELL-CASTING. THERE ARE SEVERAL 
LV2 SPELLS THAT ARE USEFUL IN THIS 
FIGHT, SO IT WOULD BE GREAT IF YOU 
HAD AN IMMORTAL WITH LV2 BLACK- 
WHITE MAGIC TO CAST THEM. SETH 
IS SLIGHTLY BETTER WITH OFFENSIVE 
MAGIC THAN KAIM IS, SO IF YOU HAVE 
TO SPLIT UP THE MAGIC TYPES, GIVE 
HER BLACK AND KAIM WHITE. 

The boss is a Fire-element type, 

MAKING IT VULNERABLE TO THE WATER 
ATTACK ENHANCEMENT OF THE AQUA 

and Adamantis rings, flis entire 

ARMY OF MAGIC INSECTS IS OF THE 
WIND-ELEMENT TYPE, MAKING THE 
BEASTS WEAK TO FIRE. REMEMBER THAT 
YOU CAN PRESS LEFT AND SWITCH 
RINGS AS A FREE ACTION BEFORE YOU 
CHOOSE YOUR TARGET. 


The Yellow Band will allow you to shrug off 
the Bogimoray's paralyzing Para-Flare. 


Boss Tactics . 

T he Magic insects build up magic energy, which the 

BOGIMORAY SUCKS UP AT THE END OF EACH TURN. WHEN THE 

bogimoray's drawn mp meter is full, it will unleash its para- 
Flare attack, damaging the entire party and paralyzing 

ANYONE WHO ISN'T EQUIPPED WITH THE ANTI-PARALYSIS SKILL. 
DURING YOUR FIRST TURN, HAVE ONE OF YOUR IMMORTALS CAST 

All-barricade to reduce the damage of para-Flare, and have 

JANSEN BEGIN CASTING THE PRISM SPELL. YOUR IMMORTALS PROBABLY 
AREN'T STRONG ENOUGH TO KILL A MAGIC INSECT IN ONE SWING, BUT 
HAVE THEM EACH ATTACK DIFFERENT TARGETS ANYWAY; WHEN PRISM 
GOES OFF ON TURN TWO, IT WILL WIPE OUT ALL THE WOUNDED AND 
PUT ANY REMAINING INSECTS INTO KILLING RANGE. FINISH THEM OFF, 
THEN HAVE EVERYONE SWITCH TO AQUA RINGS AND AQUA SPELLS TO 
FINISH OFF THE BOGIMORAY. 


^ PRETTY EASY, RIGHT? 

I Sure—the first 

ONE IS. BOGIMORAY 
#2 COMES OUT 
FULLY CHARGED, 

SO THERE'S NO WAY 
TO HEAD OFF THAT 
PARA-FLARE. ONCE 
AGAIN, HAVE JANSEN 
BEGIN CASTING 
PRISM, BECAUSE THE 
BUGS WILL ALL COME 
BACK ON TURN TWO. 


The Magic Insects don't do much physical damage, 
so the anti-magic All-Barricade is all the defense 
you need. 

























Explore the Site While you Can 


_ 


When the battle ends, your party will split up to explore the area. This gives Kaim roughly a minute to search for trea¬ 
sure before a series of events will occur that take him out of the area forever. Run to the treasure box that holds the Sages 
Protection accessory, then heal up at the glowing blue recovery point between Jansen and Seth. Finally, slip behind the grating on 
the right side of the staff and grab a Healing Potion. That's all the treasure on this map, so you're free to explore while you wait for the 
Numara army to arrive. 



Meet the Pride of Numara 


rrp 

J When the Numara forces attack, youTl be in for another tough fight. The five 
soldiers form a defensive wall, protecting the White Magician that can cast 
Shield and Heal on them. Since all of the soldiers' attacks are physical, a turn-one All- 
Shield will be a big help. Everyone else should start casting Prism—it may take two or 
even three turns to go off, but the effect will be devastating. Before you finish off the 
White Magician, try to swipe his Circlet so your immortals can get an early start at 
learning the MP-recovery Relax skill. 




TRAPPED IN A CAGE 


I Kaim and his party will awaken in cages, with no apparent way to escape. First things first: head to the southwest corner of 
your cage and press the A button to unlock another dream, “They Live in Shells!' After that, Kakanas will come in to inter¬ 
rogate you, and then leave you alone to attempt an escape. Try ramming the door, and you'll be given the option to switch characters. 
Jansen and Seth can try bashing their own doors and kicking wandering rats, but there really is no way to escape from these cages; 
you'll just have to wait for the guards to come for you. 
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Guest Area 


A. Healing Potion 

B. Angel’s Plume 


A. Paralyze [spell] 

B. Slot Seed 

C. Seed* 

*Not accessible 
on first visit 


Queen’s Private Room 


START 




THE WHITE BOA 


K AIM'S PARTY HAS BEEN TRANSFERRED TO THE BRIG OF THE WHITE BOA, THE FLAGSHIP VESSEL OF THE NUMARA NAVY 

Clearly General Kakanas isn't going to go easy on you, but perhaps you'll have better luck appealing 

TO THE LEGENDARY RULER OF NUMARA, QUEEN MlNG? 
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Breaking Out of the Brig 


_ 


It won't be long before Jansen conies up with a clever way to escape from the 
White Boas brig. When you regain control of him, approach the guard and 
press the A button to throw the Black Pearl through the bars. The disoriented guard 
will let you out, but he can't return your equipment, so you'll need to sneak around 
until you find it. Whenever you get caught by the security systems to the north, you'll 
be returned to the same cage, where the same amnesiac guard will happily release you 
any number of times. 



At point 1, wait for the wandering eye to turn around and head north, then zip past it (hold the X button to run). Keep running until 
you're on the other side of the big crate, or the eye will see you when it turns. 

At point 2, have Kaim kick the can forward, then run around the corner after the security eye follows it. Watch for a glowing green 
switch that will open the door to the west, where you'll find a chest that contains the Paralyze spell. 



At point 3, wait until the moment that the 
eye turns to the west (away from you), and 
then run at the switch and hit it to shut the 
door on the eye. Hit the switch beyond it to 
open the final door to the next area. 

At point 4, climb to the upper level and 
turn the blue lever to lower a ladder back 
to the brig. Now if you get captured again, 
you can take the ladder instead of having 
to replay the security-eye part. 




































































The guard at point 5 is fast asleep, so you can 
walk right by him if you hold down the B but¬ 
ton to tiptoe over the alarm-equipped floor. 
Hang a right at the big door and flip the next 
switch you pass, which will open a door to a 
chest that holds a Slot Seed. 



At point 6, climb onto the catwalk and tiptoe 
over its alarm panels to circle around the 
room. Hit a lever to lower another ladder, 
then climb to the ground floor and move 
north toward the red-light switch. Press it to 
unlock the big door. 



Climb the ladder at point 7 (the eye won't be 
able to see you) to a small chunk of catwalk. 
Flip the switch to lower a ladder back to the 
big door, and press the glowing switch by the 
side of that door to open it. 



A Brief Taste of freedom 


o 

A* Ride the elevator up to the Guest Area, where you'll find your stuff, and 
just in the nick of time. A group of Numara guards have found you, and 
these ones won't be so easily deceived. Once you've beaten them, travel north 
through the garden, hitting the two chests along the way. The door at the northern 
tip of the map is the only one that's unlocked; there, Jansen will abandon Kaim 
and Seth to pursue his own devious objectives. 



Security Eyes summon Numara Soldiers when they’re alone, and 


Guard Beasts when they have a soldier to protect them. Even though 
Security Eyes get a big defense boost from being in the back row, it’s a 
good idea to have everyone gang up and take them out before they can 
summon reinforcements. 




None 


None 


Healing Herb 


Pumice of Despair 


Mechanical 


None 


Junk Parts 


Junk Parts 




ENEMIES 


Numara 

Soldier 


|l!« 

225 


BEAST 


NONE 


— 


HEALING HERB 

— 


QUALITY 

IRON SAND 


— 





Jansen's 

DANGEROUS 

Taste in women 


After Jansen abducts Queen Ming 
he'll need to beat a hasty escape. 
First try to leave the way you came; 
you'll trigger an event in which 
guards speak of an open emergency 
hatch. You'll find that hatch at the 
north end of the room, where a new 
staircase opens into a steam-filled 
engine room. Jansen may have to 
battle some Numara guards down 
there, so heal up before you take 
the stairs and again after every 
fight. There are no items to find in 
the engine room, so head straight 
to the circular area to the north, 
where Ming will finally put a stop 
to Jansen's folly. 
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Ming has shown mercy to her would-be captors, and set them free in her own queendom of 

NUMARA. A CHANCE ENCOUNTER IN THE OLD CITY OF RUINS DISTRICT WILL CHANGE THE NATURE OF KAIMS QUEST 
BUT DON T HEAD THAT WAY UNTIL YOU'VE HAD YOUR FILL OF NUMARA'S HIDDEN ITEMS AND SIDE QUESTS. 



Main Street Area 


Numara Palace- 

Philosophers Chamber/Facade White Square 


START 


A. Seed 

B. Frontier Siderite x5 

C. 100G 

D. Seed 

E. Sun Crystals x5 


A. Seed 

B. Seed 

C. 10G 

D. Aqua Bomb 

E. Refreshus [spell]* 
*Treasure-hunting clue required 
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Main Street 







to Main Street 


A. Healing Herb 


A. Seed 

B. Seed 

C. Seed 

D. Seed 

E. Seed 

F. Slot Seed 

G. Shine [spell] 

H. Mimint Ear 


A. Angel’s Plume 

B. Seed 

C. Seed 

D. Anti-Paralysis Herb 

E. Healing Herb 

F. Whetstone x6 

G. 100G 

H. Waterfall Cluster x5 

I. Seed 

J. Ground Bomb 

K. Mana Capsule 

L. Mint Powder 

M. Mint Powder 

N. 10G 

O. Guardian Ore x6 

P. Sticky Tape 


4 


Artist's Salon 
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Theban's Inn is packed with loot. 
Search every pot, plant, and 
dresser — you'll find 16 items in all. 


Searching the palace facade 


J There are tons of hidden items in 

Numara, and they're a little trickier 
to find than they were in Uhra. In addition 
to the pots, you can search plants wherever 
you see a red fruit; pluck 'em to find valuable 
Seeds. There's a fifth pot hidden in the south¬ 
east corner of the Facade area, and you'll need 
to follow along the east wall to reveal it. 
























































ID 


Find rona's Missing Moo 


Talk to Rona at point 1, and she'll ask you to find her missing dog, Moo. YouTl find Moo in an alley off of Main Street, at 
point 2, and after you speak to him he'll find his own way back to Rona. The next time you speak to Rona, she'll reward you 
with three doses of Kelo-Oil, a rare ring component that should allow you to immediately create a Kelo-Ring, which deals significant 
amounts of extra damage to Kelolon foes. 



ID 


Play Games with 
Lonely Chuchu 


YouTl find Lonely Chuchu waiting at point 3. 


Agree to play a game with her, and she'll run off, chal¬ 
lenging you to catch her. Charge after her by running 
with the X button, and press the A button when you get 
close. Tag—you win a Slot Seedl 



You'll next meet Lonely Chuchu at point 4, where she'll 
challenge you to a game of hide-and-seek. To find her, 
head to point 5 in the back of Nalia's Item Shop. To get 
there, you'll need to enter the back room through the 
now-unlocked door in the alley to the side. Chuchu will 
reward you with a pair of Mana Earrings that can in¬ 
crease a character's max MP, so make sure to hand them 
off to Jansen when the immortals are done with them. 

















































Playing Cupid for 
the Gondoliers 

Now that Lonely Chuchu has 
gotten you access to the back room of 
Nalia’s Item Shop, you can loot it thor¬ 
oughly. But the greatest treasures are in 
the yard—don’t let it escape your notice 
that the shop has three doors, one of 
which leads to a gondola launch (point 

8) . If you’ve spoken to the gondolier at 
the southernmost gondola launch (point 

9) , you know she’s waiting for her date to 
arrive. Explain the misunderstanding to 
the gondolier at point 8, and he’ll repay 
you by grabbing the chest from across 
the canal. It contains the level-3 Shine 
spell, a rare White Magic attack spell. 


FI 


Great deals in ninn's back room 


The public area of Ninn’s Boutique doesn’t have anything of interest to hard¬ 
ened adventurers. To get to the good stuff, pay a visit to the Artists’ Salon, 
where one of the artists will tell you the secret password. Use that to get past the guard, 
and you’ll find the real shop in back. There, Ninn will sell you upgraded weapons, com¬ 
ponents, and several new accessories. You’ll also find a ringmaker who will combine 
your old rings into powerful new ones—for free. If you don’t have the rings necessary 
to make the one you want, you should be able to make the prerequisite rings by buying 
components right there in the shop. 


The best treasure is yet to come. Head 
back to point 9, where the gondolier 
will perform the same service, netting 
you a chest with a Mimint Ear. Its rare 
enhancement provides a small chance 
of completely negating the damage from 
any magical attack. And more impor¬ 
tantly, the little ears make your charac¬ 
ters look adorable. Awwww. 



_ SHOFLDETAILS __ 

* Ninn s boutique The Ringmaker’s formulas 


Combined Rings 


WEAPON 
STEEL SWORD 




Fire-Powered ring 

FLAME BRUISER 

WATER-POWERED RING 

WIND-POWERED RING 

Aqua Bruiser 

Wind Bruiser 


Earth Bruiser 

Osmosis Bruiser 
Piercing Bio 


Beast Aim 

Bruiser Anger 




















































A. Mana Capsule 

B. Seed 

C. 10G 

D. Seed 

E. Poisonous Bones x5 


Katyla Family House 




A. Sticky Tape x5 

B. Mint Powder 

C. Mysterious Perfume x3 

D. Healing Herb 

E. Seed of Terror x3 

F. 10G 



A. Healing Herb 

B. Blinding Powder 

C. Insect Innards x4 


D. 100G 

E. 10G 
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0 INSPIRE THE 

Crystal Sculptor 

The sculptor s husband at point 
10 has artists block, and needs no less than 
19 Crystal Fragments to inspire him. YouTl 
find all 19 by kicking purple, crystalline 
fungus growths in the Crimson Forest, an 
area that youTl be able to visit when you 
complete the events in Numara. Bring them 
back here, and the sculptor s husband will 
reward you with a Life Brooch, which con¬ 
tains a skill that can boost your characters’ 
Max HP by 10%. 



As long as you're not actively engaged in the 
Kid's Club quest, you'll trigger the "Don’t 
Forget Me Now, You Hear?” dream when you 
proceed north through the Canal Street market. 




Joining the Kids' Club 


Kaim maybe 1,000 years old, but the members of Canal Street s secret kid s 
club will still let him join if he can complete the initiation. The process in¬ 
volves finding three items, all of which are only a few screens away. When you bring all 
three to the kids, theyTl give you a pair of Kelolon Earrings as proof of membership. 



The balloon is on the ground 
near the tree with red fruits at the 
entrance to the market. 


BONUS FEATS 


APPENDICES 


ftM-odcl of Go.-IJTqIa OD tains d 


\ The gondola model is near the 
^ tent beneath the bridge (the stairs 
P to reach it are directly across from 
where you found the balloon). 




























































Ghost Town 


City of Ruins 


= Flower 1 




A. Seed 

B. ManaHerb 

C. Slot Seed 


' JSTART 


A. Sandman’s Seal x5 

B. Kelo-Vitamin 

C. Hard Skin x4 


Cooke and Mack’s House 


A. Eastern Red Ore x3 

B. Kelolon [spell] 

C. 1G 




o Cityof Ruins] 






mjh 

f 

tv g J 




■■ _ 1 — mm 

1 



K - *• iH 
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Save Cooke and Mack ; s Flower patch 

As you round the bend in the southern part of the map, you'll run into young 
Cooke and Mack, who are trying to protect a patch of rare flowers from 
Numara Soldiers. Step in to save the day, but don't expect an easy fight. The soldiers 
are much tougher than any you've fought before, and the cavaliers in the back row can 
easily do 300-400 points of damage with their rush attacks. While it's tempting to try 
to kill five birds with one Prism spell, most of your party could be wiped out before 
the spell even goes off. Instead, have Jansen cast All-Shield on the first turn, then 
switch to casting Zephyr and using Healing Herbs while Kaim and Seth pick off the 
soldiers by double-teaming them one by one. Make sure to equip your immortals with 
Crisis Attack Boost and Crisis Defense Boost; they may make the difference. Don't 
be stingy with the Healing Herbs; if a character is near death, they probably won't 
survive until a spell goes off, but items work right away. 


^ Meanwhile, back in Uhra ... _ 

h After Kaim and his company arrive at Cooke and Mack's 

house, a series of events will end with an unexpected 
change of heroes. You'll find yourself in Token's shoes, surrounded 
by mud creatures—have some fun with Token's impressive combat 
abilities by sweeping the board with his Cut Down move. You won't 
be able to battle your next opponent until you use the Inquire com¬ 
mand several times, but once Token draws his blade, he can finish 
the fight quickly by using Power Hit twice. 




































Sending off the Dead, Numara Style 


Back in Numara, there's a funeral underway, and everyone has a part to play. First Cooke must gather ten white flowers; 
she'll find four in Funeral Beach and six in the City of Ruins. The one tricky one is past the small City of Ruins arch that 
Kaim couldn't fit through, but that Cooke can. When you have all 10, bring them back to the funeral director. Kaim's task is similar; 
he must find ten sticks that can be used as torches. You'll find five in Funeral Beach and the other five in the City of Ruins. All of the 
flowers and sticks are marked on the maps in this section. 



Mack's task occurs during the funeral itself. He has to light the funeral guests' 
torches with his own torch; you can do this by pressing the four colored Xbox 360 
buttons to match the directions from which they offer their torches. Use the left stick 
to adjust your torch so the tips touch, and hold it there until the torch lights. 




An offering for 
the Numara Pipot 

After the funeral, your next objec¬ 
tive will be clear, but there are still a few er¬ 
rands to run in Numara. First, finish looting 
Funeral Beach and Cooke and Mack's house. 
The treasures include a Slot Seed as well as 
the 40th normal Seed (assuming you haven't 
missed any before this point). Take your 
Seeds to the Pipot in the pot by the well, and 
he'll give you an Earth Charm for reaching 
the 40-Seed milestone. 


FI 


TWO MORE DREAMS FOR THE ROAD 


On your way out of the City of Ruins, a bell will toll, reminding Kaim of 
“Evening Bell/* another in the “A Thousand Years of Dreams" series. There's 
another dream you can unlock, but it's a bit trickier to find. Return to Canal Street 
and head toward Main Street. At point 11, on the big fishing bridge, look to the 
north; Kaim will see a flock of seagulls taking flight, reminding him of “7 he Portrait¬ 
ist of the Dead.” 
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THE CRIMSON FOREST 



D istraught over the loss of his mother, Mack has run off into the Crimson Forest. Even though travel 

TO THE FOREST HAS BEEN BANNED FOR CENTURIES, RUMORS OF ITS GHOSTS AND EVIL SPIRITS ARE STILL A POPULAR 
TOPIC IN NUMARA—IT IS CLEARLY NO SAFE PLACE FORA 10-YEAR-OLD BOY 


iP 




J. Crystal Fragment 

K. Refresh [spell]* 

L. Healing Potion* 

M. [Encounter]* 

N. Ogre Bangle** 

*Not accessible with¬ 
out Mack in party 

**Treasure-hunting clue required 


The Crimson Forest 


Maze of Gloom 


= Elevator 


Near Swamp 


A. Crystal Fragment 

B. Crystal Fragment 

C. Seed 

D. Crystal Fragment 

E. [Encounter] 

F. Anti-Paralysis Herb 

G. Crystal Fragment 

H. Crystal Fragment 

I. Crystal Fragment 


J. Angel’s Plume 

K. Seed* 

L. [Encounter]* 

M. Demon Warrior’s Blade and 
Demon Warrior’s Ring* 

N. Royal Knight s Emblem** 

*Not accessible with¬ 
out Mack in party 
**Tolten required 


A. Crystal Fragment 

B. Crystal Fragment 

C. Crystal Fragment 

D. Anti-Paralysis Herb 

E. Crystal Fragment 

F. Mana Capsule 

G. Crystal Fragment 

H. [Encounter] 

I. Seed 
















































Magic 


None 


Mana Herb 


Flare Bomb 


Blood Sucking 
Needle 

Insect Innards 


Magma 

Fragment 


Magic-Luring 

Stone 


Hardened 


Earth 


Hard Skin 


Quality Iron 
Sand 


Pumice of 
Despair 


Hard Skin 


None 


Water 


Poison Oil 


Cold Water 
Stone 


Poison Oil 


Kelolon 

Water 


Kelolon 


Water 


Healing Medicine 


Mana Herb 


Whetstone 

Kelo-oil 


Seed of Terror 


Kelolon 


Water 


Angel’s Plume 


Sticky Tape 
Kelo-Oil 


STEALS: 


STEALS: 


DROPS: 


DROPS: 


SCHIN BEETLE 


Grantoad 


I TYPE: 


STEALS: 


DROPS: 


[ Flyweight 
Kelolon 


Silver Kelolon 


STEALS: 


STEALS: 


DROPS: 


DROPS: 


HP: 

430-460 

TYPE: 

ORGANIC 


WIND 

— 

— 

STEALS: 

Anti-Paralysis 

Herb 



DROPS: 

Insect Innards 


Paraweed 

Thorn 


— 


—■ 


HP: 

400 

TYPE: 

ORGANIC 

ELEMENT: 

WIND 

— 

— 

STEALS: 

SANDMAN’S SEAL 


— 

DROPS: 

WIND SEAL LEAF 


SANDMAN’S SEAL 


— 


— 



C OOKE HAS A NUMBER OF 
INTERESTING ABILITIES TO 
CONTRIBUTE TO YOUR PARTY HER 

Angel heart skill increases 

THE EFFICACY OF HER HEALING 
SPELLS (BUT ONLY IN COMBAT), 
MAKING HER YOUR PARTY'S BEST 
ZEPHYR CASTER. WHEN SHE 
HAS NOTHING ELSE TO DO, SHE 
CAN CAST PRAYER TO RESTORE 
AROUND 100 HP FOR ONE OF 
YOUR CHARACTERS—IT'S WEAKER 
THAN A HEAL SPELL, BUT FREE TO 
USE. SHE CAN ALSO USE CASTING 
SUPPORT TO HALVE THE AMOUNT 
OF TIME IT TAKES ANOTHER 
CHARACTER TO CAST SPELLS, 
ALLOWING HER TO TEAM UP WITH 
JANSEN AND CAST PRISM IN A 
SINGLE TURN. 

White Magic is great, but in 
the Crimson forest the best 

DEFENSE IS USUALLY A GOOD 
OFFENSE. FORTUNATELY, MORTALS 
CAN USE ACCESSORIES TOO; EQUIP 

Cooke with the Apprentice 

EARRINGS TO GIVE HER THE 
ABILITY TO CAST BLACK MAGIC, 
AND SHE'LL PROVE TO BE AN EVEN 
MORE POWERFUL BLACK MAGIC 
USER THAN JANSEN! 































m 


Don't Ram the 
Wrong Obelisks 


In the Maze of Gloom area you can find dozens 
of Crystal Fragments by smashing crystal fungus forma¬ 
tions, and you’ll earn a variety of other items by ramming 
rock obelisks. But not every obelisk holds treasure; top¬ 
pling the one at point E on the first map or point H on the 
second map will trigger a tough enemy encounter. 



■ 


Those encounters consist of five Spituras in the front and 
a Soul Eater Bug in the back. While the Spituras blast 
you with mostly Flare spells, the Soul Eater Bug will use 
its Prey move each turn to consume one of the Spituras, 
which will boost its stats and completely refill its health. 
When its out of Spituras to snack on, it will begin casting 
Prism spells, which can devastate your party in a hurry. 
Have Cooke use her Casting Support so Jansen can fire 
off his own Prism spell on the first turn, allowing Seth 
and Kaim to quickly finish off the wounded survivors. 
Then blast the Soul Eater Bug with everything you got— 
you can’t afford to be stingy with the MP. (Ground spells 
are especially useful.) 



rnmmm* 



There is a total of 19 Crystal Fragments in the Crimson 
Forest and Sorcerer's Shrine. Bring them to the artist living 
in Numara’s Canal Street for a reward. 



___ _ _ELOLONS & 

Othfr Ntvtaiu p 


X M. Jl tv IV, 1 ^ M. A BkJL_TJL_ &- - M. IL, 


T rents are the toughest foes that you'll 

ENCOUNTER HERE, SINCE THEY CAN SWING FOR 300-500 
POINTS OF DAMAGE WITH THEIR POWER CRUSH ATTACK, 
AND HIT A WHOLE ROW WITH THEIR DEADLY (BUT FAR LESS 
ACCURATE) POWER SWINGS. SWITCH TO WIND-TYPE RINGS 
AT THE START OF THE FIGHT AND HAVE JANSEN POISON THE 

Trent that kaim and Seth aren't attacking, then 

SWITCH TO USING WIND SPELLS AGAINST THEIR TARGET. 


The rare Silver Kelolons here can dodge any 

PHYSICAL ATTACK AND USUALLY ATTEMPT TO FLEE AT THE 
BEGINNING OF EVERY TURN. TO BRING THEM DOWN, HAVE 
EVERYONE TARGET THEM WITH GROUND SPELLS AND HOPE 
FOR GOOD LUCK! 


V1h;l dTk'ar.h-ii p ***** 


L r J 

' t 




" jK W *’ \ 


The only way you'll see a Keloline here is by 
killing all but a single Kelolon and waiting 
for it to use the Reinforcement Request move. 










































Running the Bridge of Trees 


Head east when you enter the Near Swamp map, and look for a slope 
that leads toward point B. From there you can cross two fallen trees to 
reach the items at points B and C, which include one of the Crystal Fragments. 




TAKE THE HIGH ROAD HOME 


7 

J On your first trip here, you won’t be able to reach a 
* lot of the treasures or make sense of the strange stone 

circles scattered throughout the map. But after rescuing Mack 
in the Sorcerers Shrine, you’ll be able to use the circular 
stone elevators (marked El through E4 on the map) to reach 
otherwise-inaccessible parts of the forest. These elevators 
lead to obelisks that contain both monster encounters and 
valuable items, including the spirit-magic Refresh spell and 
the Demon Warrior’s Blade and Ring. 
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[Upper Level' 


[Lower Level] 


to Dungeon ShrinY 


[to Dungeon Shrine 


Sorcerer's Shrine 


Chamber of Stone Tablets 


A. Crystal Fragment 

B. Crystal Fragment 

C. Crystal Fragment 

D. Crystal Fragment 


Dungeon Shrine 


Altar of the Abyss 


A. Lucky Clover 

B. Curse [spell] 

C. Crystal Fragment 

D. Crystal Fragment 

E. Cubic Music Score 2 

F. Slot Seed 


A. Cursed Crest* 
*Sunderch Glasses required 


SU 


























































— 


_ Brace \ ourself for Tough Battles 


T here are only three new foes in this area, but they re tough 

ONES, AND EVEN FAMILIAR FOES LIKE SPITURA, SOUL-EATER BUGS, 

AND BALLOONS ARE HIGHER-LEVEL THAN THEY WERE IN THE CRIMSON 

Forest. When in a mixed battle, always take out the Flame Spheres 

FIRST, SINCE THEIR FLARE SPELLS ARE PARTICULARLY DEADLY SHADOW¬ 
CASTING PLANT DRAGONS ARE ALSO DANGEROUS FOES, BUT SAVE THEM 
FOR LAST—WHEN THEY'RE LOW ON HP, THEY'LL CAST A SLEEP SPELL ON 
THE ENTIRE PARTY THAT COULD PROVE DEADLY IF OTHER ENEMIES ARE 
ALIVE TO CAPITALIZE ON IT. 


ENEMIES., 

r Flame Spear 


1310 
j MAGIC 
j FIRE 

j JUNK PARTS 

I MAGMA 
FRAGMENT 
MYSTERIOUS 
PERFUME 


| 1220 

I HARDENED/ 

SPIRIT MAGIC 
| EARTH 

j HARD SKIN 

j eastern Red Ore I 


ROLLING BOULDERS IN THE DUNGEON SHRINE 

Save your game in the Chamber of Stone Tablets, and then consider 
quitting and reloading to get some free healing—you may need it. Take 
the glowing elevator down to the lower floor, and head west to the entrance to the 


fey' j 

940 


Spirit Magic 

■amraiaMil 

None 


— 


Mint Powder 

— 


Quality Iron 

Sand 


Pumice of 

Despair 

Hard Skin 


Dungeon Shrine. 



As you climb the Dungeon Shrine stairs, youTl trip a wide panel on the floor that 
sends a boulder rolling down the staircase. Step back down the stairs and let the first 
one pass, then run up the stairs to one of the ledges on either side of the staircase and 
wait there for the next boulder to pass. When you get to the top, go all the way to the 
other side and down the stairs, where you’ll find a Lucky Clover accessory and the 
path to the other side of the lower floor of the Chamber of Stone Tablets, where you’ll 
find two Crystal Fragments. 
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F Smashing down the Alta r door 

In the middle of the center staircase, 
you'll find a pillar that can be pushed 
aside. Push it until the light on its side turns red, 
then head upstairs and intentionally trigger another 
boulder fall. Without the pillar in its way, it'll smash 
through the sealed door that leads to the Altar of the Abyss. 


Surviving the earth Colossi 

3 I To the right of the broken door you’ll find a save point 
and a blue healing point that can be used any number of 
times. Take advantage of both, then dash past the colossus stat¬ 
ues to reach the valuable treasures at the end of the lower ledges. 
However, if you're close to gaining a level or learning a valuable 
skill, it's a good idea to pick fights with the Earth Colossi to put you 
over the top, since this area's boss is right through the shattered door 
In Colossus fights, you'll have to rely primarily on Wind spells—like 
all foes with the Hardened type, Colossi have very high resistance to 
physical attacks. 
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r QyiCKTlPS 


Suggested party Level 


RECOMMENDED RING 


HERCULEAN RING 
BRUISER RING ULTRA 

I Any "Powered” Ring 


RECOMMENDED SKILLS 


STAND READY 
(KNIGHT'S CODE) 

Guard Heal 
(Platinum Gauntlet) 

Relax (Circlet) 

Lucky o Magic damage 
(Mimint ear) 

Lv2 Black-White Magic 
(Apprentice Earrings) 


Stats 


Obsidian Tentacles 


A if 

ii * 


HP: 

300-520 

TYPE: 

MAGIC 

ELEMENT: 

NONE 

— 

— 

STEALS: 

— 


— 

DROPS: 

— 


— 


— 


— 

OBSID 

ian Miasma 

HP: 

930 

TYPE: 

SPIRIT MAGIC 

ELEMENT: 

NONE 

— 

— 

STEALS: 

— 


— 

DROPS: 

— 


— 


— 


— 






I BOSS PRE ^ 

T he Apprentice Earrings are key for Cooke, since they will allow her to use damage-dealing Black 
Magic spells. Everything else is for the immortals; once again, maintaining a level-3 or-4 Guard 
Condition is the key to victory, and as long as you'll be defending to trigger the Stand ready skill, 

YOU MIGHT AS WELL GET SOME MP AND HP OUT OF IT BY EQUIPPING GUARD HEAL AND RELAX AS WELL. LUCKY 0 

Magic defense is a generally great skill against magic-using foes, and will come in handy in nearly any 

BOSS FIGHT. 


Returning to Nijmara 




OBSIDIAN MIASMA 


Y our top priority is to free Cooke, so immediately begin 

TEARING INTO OBSIDIAN TENTACLE C WITH RING-BOOSTED 
PHYSICAL ATTACKS AND QUICK SPELLS LIKE FLARE. AS SOON AS COOKE 
IS FREE, TURN UP THE DEFENSE: HAVE COOKE CAST ZEPHYR TO RECOUP 
YOUR LOST HEALTH, HAVE JANSEN FIRE UP AN ALL-BARRICADE SPELL, 

and have Seth and kaim defend to increase your Guard 
Condition. Seth and kaim should do this every turn if your 
Guard Condition is less than level 3—you can't risk an area- 

effect SPELL WIPING OUT YOUR BACK LINE. COOKE AND JANSEN CAN 
DO MUCH MORE DAMAGE WITH SIMPLE FLARE SPELLS THAN SETH AND 
KAIM COULD WITH THEIR PHYSICAL ATTACKS ANYWAY. 


WHEN THE TENTACLES ARE WIPED OUT, MACK WILL APPEAR ON THE 
BATTLEFIELD. DON'T ATTACK HIM; INSTEAD HIT HIM WITH A SLEEP 
SPELL (WHICH WILL ALWAYS SUCCEED) TO LURE OUT THE OBSIDIAN 

Miasma. Continue to have Seth and kaim boost your Guard 
Condition while Jansen and Cooke finish off the boss. 


VC;i 


A fter you save Mack, an elevator 

APPEARS THAT CAN TAKE YOU 
STRAIGHT TO THE CRIMSON FOREST'S 

Maze of Gloom. There you can 

COLLECT THE LAST FEW CRIMSON 

Forest items by using the stone 

ELEVATORS, OR HEAD STRAIGHT FOR 
THE EXIT TO THE WORLD MAP. ON 
YOUR WAY OUT OF THE FOREST, KAIM 
WILL RECALL ANOTHER DREAM, TITLED 

"Elegy Island” 


frk t 


V 2 J 

I* 




















■ it 


• If you bring all 19 Crystal Fragments to the 
sculptor s husband on Canal Street, he'll give you a 
Life Brooch accessory, which contains the HP Max 
Up skill. 




DISC 2 I CHAPTER 24 


NUMARA PALACE 


T OLTEN ISN'T THE ONLY MORTAL THAT GONGORA IS PLAYING LORA FOOL. WHEN YOU RETURN TO NUMARA, YOU'LL 
LIND THAT A SPELL HE SECRETLY CAST ON JANSEN WILL CHANGE YOUR RELATIONSHIP WITH THE RULERS OF THAT 
COUNTRY FOREVER—FOR BETTER AND FOR WORSE. 


A. Junk Parts x3 

B. Seed 

C. Cubic Music Score 3 

D. 100G 

E. 100G 

F. Mysterious Perfume x3 

G. Power Drink 

H. Slot Seed 

I. Mana Capsule 

J. Seed 

K. Generator x6 

L. Seed 

M. Black Pearl Powder x6 

N. 100G 

O. Whetstone x2 

P. Adept Earrings 

Q. Healing Potion 

R. Seed 

S. Angel’s Plume 

T. Magic-Sealing Feather x3 


Corridor Garden 




An icy reception Awaits in White Square 


If you have business in the city of Numara, do 
not approach the fountain in White Square 


until it is complete. As soon as you near the fountain, 
an unexpected development will restrict your ability to 
move freely in Numara, and prevent you from visiting 
most areas of the town. Among the side quests you may 
wish to pursue before approaching the fountain are these: 





























None 


None 


None 


None 


Eye Drops 


Black Pearl 
Powder 


Magic-Sealing 

Feather 


| Aerial 


None 


Sticky Tape 


Poison Oil 


Beast 


None 


Magic-Luring 

Stone 


Blinding 

Powder 


I TYPE: 


iTEALS: 


YoueLI need a Cubic Music Scar-e ca play. It's yaui 1 1 ri [ iheugft, 

5 b l |L g,lyou cnr Ed y'arE Ciul, 


* If you visit cubic musician Lato on the east side of White Square, he'll give you Cu 
bic Music Score 1 and invite you to play it in a special cubic music battle. To do so, 
memorize the note sequence and, in the same order, attack the blocks that match 
the notes. You'll earn the Force spell for completing Cubic Music Score 1 and the 
Dodger spell for completing Cubic Music Score 2. If you miss this, don't worry— 
you'll get another opportunity to meet Lato later. 


ENEMIES 


- • NUMARA 

Heavy Corps 


Whetstone 


Junk Parts 
Sandman’s Seal 


jjy ^Bjpi' . -A -v 

.v I Numara White 
Magician 


When you're ready to advance the plot, approach the White Square fountain and 
watch the news report. After that, when you attempt to leave White Square toward 
Main Street, Kakanas's guards will force Kaim to surrender. 


MANA HERB 




SSk 0 


Aar r 






Healing Herb 


















































fight your way out of the palace 


n 

/-• When Kakanas orders his sol¬ 
diers to attack, Kaim, Seth, and 
Jansen will have to battle them without the 
help of the twins. Focus your attacks on 
eliminating the Heavy Corps soldiers one 
at a time, and you should be able to finish 
them offbefore their attacks take too heavy 
a toll. Cooke and Mack will then rejoin the 
party and lead you on a mad chase through 
the palaces Corridor Garden area. 

In the Corridor Garden you'll be able to see pursuing foes 
on the map, and if you're quick you can dash right past 
them. Many of the paths are blocked and all of the doors 
are locked, so you'll need to follow a very specific route 
to get through the area—use the map shown here and 
take the elevators in 1-2-3 order. However, you will need 
to stray slightly from the path to seek out all 20 vases and 
treasure chests in the area. The loot includes a Slot Seed, 
some sheet music, the Adept Earrings, and several nor¬ 
mal Seeds, so it's well worth the risk of running into a few 
enemies. If you miss any of the treasures now, you won't 
be able to go back for them until much later in the game. 


m 






M ack defaults to a position in the front row of 

COMBAT WHICH IS NOT WHERE HE BELONGS—USE THE 
FORMATION MENU TO SEND HIM TO THE BACK. BUT EVEN 
AS A BACK-ROW CHARACTER, HE'S CAPABLE OF DISHING OUT 
DECENT DAMAGE, BOTH WITH REGULAR ATTACKS AND WITH 
HIS SPECIAL POWER HIT AND COMBO ATTACKS. HE CAN ALSO 

use Spirit Magic, which consists primarily of stat- 

BOOSTING AND RECOVERY SPELLS (INCLUDING ONE THAT 
CAN RAISE YOUR GUARD CONDITION). 

MACK IS A GOOD-ALL-AROUND CHARACTER, BUT THE BEST 
THING ABOUT HIM IS WHAT HE HAS TO OFFER SETH AND 

Kaim. They should immediately turn their Skill Links 

TOWARD COPYING COUNTER, COMBO, AND POWER HIT, 
WHICH THEY'LL BE ABLE TO PUT TO FAR BETTER USE THAN 
MACK EVER COULD. 


HfTlfll 1 »1-’ * k*t i 

'issa 
















































MAGIC HJfcAVY TANK 


'Quick Tips 


Suggested party Level 


RECOMMENDED RING 


DEMON WARRIOR RING 
JAMMING RING 


RECOMMENDED SKILLS 


Combo (Mack) 
power Hit (Mack) 

Crisis Attack boost 
(Berserker Necklace) 

Crisis Defense Boost 
(Holy knight Charm) j 

Critical Heal (Lucky 
Clover) 




Wk stats 


SA W 


J i 

V .9 ^ 




fi A 


SE 1 


iffll 


’ MAGIC HEAVY TANK 


Boss Prep] 


T weak your equipment after you heal and save in the palace, since you won't 

BE ABLE TO GO FAR BEFORE KAKANAS ROLLS UP ON A MIGHTY WAR MACHINE. FOCUS 
ON OFFENSIVE ABILITIES FOR SETH AND KAIM IN THIS FIGHT; THEY'LL BE DOING MOST OF 
THE ATTACKING, SO SKILLS THAT TRIGGER OFF OF THE DEFEND COMMAND WON T BE MUCH 

use. All four parts of the tank are of the Mechanical type, so any ring with the 

MACHINE KILLER ENHANCEMENT (LIKE THE DEMON WARRIOR RING FOUND IN THE CRIMSON 
FOREST) WILL BE INVALUABLE. 

BOSSTACTICsJjl^JByp ^yl';^ jf_ __ . 

T he Magic heavy tank consists of four components, destroying the cannon and - 
Magic heavy tank itself will end the fight, but destroying the tank unit and 

CANNON UNIT WILL EFFECTIVELY NEUTER IT, MAKING FOR AN EASIER BUT LONGER BATTLE. 

These Tank and Cannon units spend their turns absorbing mp from your party 

MEMBERS, WHICH THEY USE TO BOOST THE POWER OF THE TANK'S TANK HIT AND VOLCANNON 
ATTACKS, RESPECTIVELY. THEY CAN ALSO ABSORB ENERGY FROM THE SPELLS YOU CAST AGAINST \ 
THEM, SO YOU'LL WANT TO FOCUS ON PHYSICAL ATTACKS UNTIL THE UNITS ARE NEAR DEATH. 

HAVE SETH and KAIM target the same unit, and have mack cast powerato boost 
THE STRENGTH OF ONE ATTACKER WHILE ANOTHER BACK-ROW CHARACTER USES A POWER 

Drink to boost the strength of the other. The third should cast All-Shield fora 

DEFENSIVE BOOST. WITH ENHANCED ATTACKS, SETH AND KAIM CAN DEAL HEAVY DAMAGE TO 
THE CHOSEN UNIT, SO IT SHOULD BE SAFE TO TARGET THAT UNIT WITH SPELLS FOR THE KILL ON 
THE NEXT TURN. THEN DESTROY THE OTHER UNIT BEFORE FOCUSING ALL OF YOUR PHYSICAL 
AND MAGICAL ATTACKS ON THE REMAINING COMPONENTS OF THE NOW-CRIPPLED TANK. 


HP: 

1,580 

TYPE: 

MECHANICAL 

ELEMENT: 

NONE 

— 


STEALS: 

MYS II RIO US 
PERFUME 


— 

DROPS: 

MYSTERIOUS 

PERFUME 


— 


— 


— 


CANNON 


HP: 

1,490 

TYPE: 

MECHANICAL 

ELEMENT: 

NONE 

— 

— 

STEALS: 

MYSTERIOUS 

PERFUME 


— 

DROPS: 

MYSTERIOUS 

PERFUME 


— 


— 


— 


Tank Unit 


Cannon unit 


HP: 

740 

TYPE: 

MECHANICAL 

ELEMENT: 

NONE 

— 

— 

STEALS: 

MYSTERIOUS 

PERFUME 


— 

DROPS: 

MYSTERIOUS 

PERFUME 


— 


— 


— 


HP: 

740 

TYPE: 

MECHANICAL 

ELEMENT: 

NONE 

— 

— 

STEALS: 

MYSTERIOUS 

PERFUME 


— 

DROPS: 

MYSTERIOUS 

PERFUME 


— 


— 


— 




Tank Hit destroys your GC so quickly 
that there's little point trying to maintain 
it. Instead, protect your back row by 
destroying the tank's units. 
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Swipe the Slantnose from the port of Numara 





_ 

If Kakanas is going to be that much of a jerk, our heroes have every right to respond in kind. Leave Numara and reenter 
through the port area. You'll find the doors open wide, allowing you to slip into a hangar in the eastern part of the map, 


through a side door. There you'll find Kakanas's new experimental ship, the Slantnose. Hop onboard and take it for a spin! 



There are two directions you can go from the landing point at Numara Port (which is just behind your starting position). To the 
northwest is the Numara Atoll, an extremely high-level area where most of the monsters can wipe out your party with a single attack. 
To the northeast is the Southern Coast of Tosca, your entry point to the kingdom of Gohtza, which Ming yearns to visit. 





Just because you 
can't kill the 
enemies in the 
Numara Atoll 
doesn't mean 
you shouldn't 
come for a 
quick looting 
trip. You'll 
find a Bronze 
Spirit Band in 
the northwest 
corner, and the 
Regenerate spell 
in the northeast 
corner. The Turn- 
Tail skill will let 
you escape from 
battles before the 
sluggish enemies 
can attack. 




e G 

ohtz 

















































K aim left quite an impression the last time he was in Tosca—half a century later, he's still the talk 

OF THE TOWN. BUT WHILE KAIM'S FAME WILL OPEN DOORS FOR YOUR PARTY, HIS TRIUMPHANT HOMECOMING WILL 
DREDGE UP SOME PAINFUL MEMORIES AS WELL. 



Mountain Village Tosca 


= Kelolon Statue 


TO .WORLD 


tiki* 


Old Man bossos house 


DEENO FAMILY HOUSE 


TOLTY S INN 


Tolty’s Inn 


ountain .Village Tosca 


A. 500G 

B. Healing Tank 

C. 500G 

D. Seed 

E. Dark Crystal Staff and 
Dark Crystal Ring* 

F. Medusa Head* 
*Treasure-hunting hint required 


A. Seed 

B. AquaraBomb 

C. Magic-Sealing Feather 

D. Seed 

E. Cure-All 

F. Slot Seed 

G. Mysterious Perfume 
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Hunting for Buried Treasure 



LEO Mountain ^Vi llageJoscaT 


Deeno Family 
House 



A. Seed 

B. Flara Bomb 


Old Man 
Bosso's House 



A. Seed of Terror x4 



When Kaim crosses the bridge to the northern part of town, a villager will 
hand over the Magic-Powered Locator Lvl, and give Kaim a clue to the first 
treasure. Now that you have a clue, you'll see a glowing spot in the southwest corner of 
your automap. The clue suggests the treasure is in a high place, so climb the watch- 
tower and press the A button to search at the top; youTl turn up a Dark Crystal Staff 
(which only Jansen can equip) and a Dark Crystal Ring that holds a variety of interest¬ 
ing enhancements. 




Catch up with Old Friends at the inn 


Kaim is a legend in this town, and you can piece together the reasons why 
by talking to the townsfolk. When you stay the night at Tolty's Inn, Tolty 
himself will comp Kaim's drinks and tell him the quickest path to Gohtza—through 
a deadly cave sealed offby a powerful evil sorceress, naturally. When you loot the inn 
the next morning, don't miss the Slot Seed in the corner, and all the items hidden be¬ 
hind the framed pictures. YouTl also find that a merchant has set up shop in the room 
across from Kaim's. Additionally, the ringmaker is hanging out in the upper floor, but 
he isn't offering any new combinations. 







































FI 


Hidden Treasures in Kaim's Dreams 

Kaim can unlock two more dreams in Tosca. The first, titled “The Bread of 
Grandma Coto,” will trigger when you talk to the couple just north of the 
entrance (but only if youve already stayed in the inn). The next, “The Hero,” is only a 
few steps away, past the bridge and just to the right. The interesting thing about "The 
Hero” is that it contains a treasure-hunting hint, which will point you to a hidden cave 
right here in Tosca. Hop across the river to reach the small pier, then dig up a Medusas 
Head in the small cavern behind the waterfall. 




PAY YOUR RESPECTS TO THE KELOLON 


As you may have noticed, the people of Tosca Village are just crazy for Kelo- 
lons. There is a total of 16 Kelolon statues in town, and if you can lay a wreath 
on each one within five minutes, youTl win a number of valuable prizes. The statues 
aren't terribly hard to find; there's one in each building, one in the cave behind the wa¬ 
terfall, and at least one at the top of each of the three ladders in town. The catch is that 
the townsfolk are blocking three of them for most of the five minutes. Start by paying 
your respects to the 13 that are easily accessible, then run to the watchtower, where the 
man blocking the ladder will move aside with around two minutes on the clock. Then 
the girls blocking the Deeno family house will move, allowing you to reach the statue 
on the Deeno family's bookcase. The man blocking the ladder at the north end of the 
town won't move until there are only around 20 seconds left—that's just enough time 
to shimmy up the ladder and reach it—but you must make this your final statue. 


SHOPDETAILS 


Pippo’s General Store 


item _I 

healing Medicine 

HEALING HERB 


MANA HERB _ 

Mana Capsule _ 

Eye drops _ 

Smelling Salts _ 

brave Fruit _ 

Seal Clear _ 

Stone beast's Thorn 
Angel’s plume 


WEAPON 

KILLING CUTLASS 
BLACK POLE 

QUARTER STAFF 

44 1200 

17 1400 

17 1270 

BATTLE DISCUS 

26 1380 



Components 

Component 
Magma Fragment 


COLD WATER STONE 

WIND SEAL LEAF _ 

Quality Iron Sand 

BEAST’S HORN _ 

JUNK PARTS _ 

INSECT INNARDS 

SHARP BEAK _ 

HARD SKIN _ 

Eastern red Ore 
poison Oil _ 

PARAWEED THORN 

Magic-Luring Stone 

Sticky Tape _ 

blood Sucking 
Needle _ 

WHETSTONE 


Flame 
Aqua 
Wind 
Earth 
Beast 
Jamming 
Bio 
Aim 

Piercing 

Spirit 

Poison 

Numbing 

Osmosis 

Poison, Anger 

Draining 


30G 

30G 

30G 

30G 

35G 

50G 

25G 

40G 

20G 

50G 

80G 

75G 

50G 

20G 

50G 


| BRUISER, AIM, ETC. 15G 



The prizes are pretty fantastic; depending 
on your performance, you'll earn 3 Kelolon 
Hearts, a Slot Seed, a Seal Blocker accessory 
and, if you get a perfect 16, the Spirit-Magic 
Gamble spell. 


W HEN YOU LEAVE TOSCA 
TO THE NORTH, YOU'LL 

find the Old Sorceress' 
mansion highlighted 

ON YOUR WORLD MAP. BUT 
DON'T MISS THE FACT THAT 
A SECOND LOCATION HAS 
BEEN UNLOCKED—THE 

Northern Cape that 

KAIM HAS VISITED SO MANY 
TIMES IN HIS DREAMS. THE 

Northern Cape is a small 

AREA, BUT OFFERS TWO 
VALUABLE TREASURES: CUBIC 

Music score 4 and the 

LION HEART ACCESSORY. 





A. Cubic Music Score 4 

B. Lion Heart 

C. Ailment Void [spell]* 
*Treasure hunting tip required 
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T he Old Sorceress may be squatting in kaim's former home, but kaim isn't holding any grudges about 

THAT. HOWEVER, KAIM NEEDS THE CAVE TO GOHTZA UNSEALED IMMEDIATELY, AND IF THE OLD SORCERESS WON'T 
OBLIGE HIM, HE ISN'T GOING TO BE SO FORGIVING. 




[to Exterior 




A. Soul Medicine 

B. Virus [spell]* 

C. Master Earrings** 
*Requires treasure-hunting hint 
**Requires Sunderch Glasses 


A. Poem Fragment A 

B. Cure-All 

C. Poem Fragment B 

D. Large Mirror Jewel 

E. Black Pearl Powder x4 

F. Celestial Plate 

G. Poem Fragment C 


Entrance Hall 


Exterior 











































Celestial 1 


= Warping Mirror 


i to Entrance haLO 


-< A 7 


mu*™ 


The Past within the Mirror 


A. GroundaBomb 

B. Red-Copper Band 

C. Wheat Plate 

D. Soul Medicine 

E. Mana Capsule 

F. WindaBomb 


A. Goddess Medicine 

B. Lost [spell] 


Hermitage 


A. Bow-Plate 

B. Cure-All 

C. Poem Fragment D 

D. Blazing Fire Amulet* 
*Treasure-hunting clue required 


Courtyard 
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ENEMIES 



Magic 


NONE 


WATERFALL 

CLUSTER 


COLD WATER 
STONE 


MYSTERIOUS 

PERFUME 


MAGIC 


NONE 


SUN CRYSTAL 


MAGMA 

FRAGMENT 


BLACK PEARL 
POWDER 


MAGIC 


NONE 


FRONTIER 

SlDERITE 


QUALITY 
IRON SAND 


SEED OF TERROR 


MAGIC 


NONE 


GALE WING 


WIND SEAL LEAF 
STICKY TAPE 
WHETSTONE 


STEALS: 


DROPS: 


STEALS: 


DROPS: 


IN THE COURTYARD 


Soul Armor 




—The Mansion s Deadly Denizens 


Y ou'll face an extremely difficult batch of foes in this area, 

AS MANY HAVE POWERFUL IMMUNITIES THAT WILL FORCE YOU TO 
PLAN EACH BATTLE CAREFULLY FOR EXAMPLE, THE UNIDENTIFIED 
LIFE FORMS ARE IMMUNE TO ELEMENTAL DAMAGE, SO IF YOU ATTACK 
WITH AN ELEMENTAL SPELL ORA RING WITH ANY SORT OF ELEMENTAL 
ENHANCEMENT, THEY'LL SHRUG OFF 100% OF THE DAMAGE. FORTUNATELY, 
YOU DO HAVE ACCESS TO NONELEMENTAL SPELLS: THE BLACK-MAGIC 

Force spell and the Spirit-Magic gamble spell, you can also deal 

NONELEMENTAL RING DAMAGE WITH RINGS THAT HAVE THE MAGIC 
KILLER ENHANCEMENT, SUCH AS THE DEMON WARRIOR RING AND 
STANDARD MAGIC RINGS (BUT NOT THE DARK CRYSTAL RING, WHICH 
ALSO CONTAINS AN ELEMENTAL ENHANCEMENT). IT'S A GOOD IDEA 
TO KEEP YOUR IMMORTALS EQUIPPED WITH SPELL-CASTING ABILITIES, 

since the Soul Armor foes in the Courtyard have the opposite 

IMMUNITY—THEY'RE IMMUNE TO PHYSICAL DAMAGE. 




Unidentified Life Forms are masters of status ailments, causing Terror , 
Petrification, and blinding the whole party with Shine spells. Equip the relevant 
Anti- skills if you have them, and eliminate the Unidentified Life Forms first 
whenever possible. 


Composite Magic allows you to combine the effects of low-level spells and extend 
the range of spells to target all foes. Composite spells like All-Flare are quite a bit 
stronger than good oV Prism. 



The Shadows behind the doors 

In the west hallway you'll find a mirror with a gem-shaped indentation, and 
a row of three doors that trigger enemy encounters when opened. The one 
in the middle is no less haunted than the other two, but after the monsters are cleared 
you'll find a Large Mirror Jewel sparkling on the floor. Take that to the big mirror in 
the room to the south, and you'll activate a magical portal to the past. 



















































The World beyond the Mirror 


The mansion of the past is in much better shape than the mansion of the present. The statue that will eventually collapse 
and block the treasure chest is still intact in this time, so grab it and shove it off to the side, opening a path to that chest in 
the present. 











re k ^ 

wnm 









L J. * j 


Next visit this time period s entranceway, where the 
stairs to the second floor are not yet blocked. Head 
upstairs, where youTl see a strange wheel with four 
symbols on it. Pay very close attention to the sym¬ 
bols and their order—youTl be seeing a lot of them 
in the future. Spin the wheel so the arrow is pointing 
to the pot (the one on the right). That should unlock 
the second-story doors and open a chest that reveals 
a Red-Copper Band accessory. 




3 




Assemble the Symbol Plates 

In each of the second-story rooms, Kaim will trigger a lost memory and discover a single treasure. The room on the left 
contains the Wheat Plate, the first of the four symbols you saw in the wheel outside. 





That s the only plate you can find in the past, so you 
need to return to the present. Go back to the room 
that contains the statue and the big mirror, and head 
down the long hallway. The mirror at the end of the 
hall will take you to the east side of the mansion, 
where youTl find a few searchable pots and another 
large mirror; the mirror will warp you to the crum¬ 
bling mansion of your own time. 


^1 H 




^2 


Since you pushed that statue away 
in the past, it should no longer he 
blocking the chest that contains the 
Celestial Plate in the present. 
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Set the Plates in the Courtyard 



T The mansions courtyard is accessible through the present-time entranceway. There 
youTl find some challenging new enemies, as well as the final two plates (one is in a 
chest, and the other is already set in the diagram near the locked gate). When you have all the 
plates, set them into the holes outside the gate so they're in the same order they were in the 
wheel in the Past. Note that every thing will be offset by 90 degrees this time, since the arrow 
etched into the stone is now pointing straight ahead. 


Place the Pot Plate to the north, the Wheat Plate to the east, the Celestial Plate to the south, 
and the Bow Plate to the west. The gate will then open, allowing you to collect the final Poem 
\\ Fragment and enter the Sorceress' Hermitage. 


NAVIGATE THE SORCERESS' HERMITAGE_ 

The courtyard staircase leads to the sorceress' secret hermitage, 
where yet another puzzle awaits. After you read the obelisk, one of 
the plates in the diagram behind you will light up. You will then 
have to use the warping mirrors to find which of the diagrams 
in the four corners of the hermitage has the same plate lit. 
When you find the correct one, step on it then return 
to the entrance, where a new plate will be lit. When 
you've stepped on all four plates in the designated 
order, the obelisk will shatter and the door to 
the sorceress's inner sanctum will open. 


n Jr 


HftiM V ■ I_<- ! J 
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In the northeast section of the map, pull the lever along the western wall to raise a block along the 
eastern wall. That will allow you to take warps 5 and 6 to reach the chests that contain the Goddess 
Medicine and Lost spell. 



































Magic 


Varied* 


RECOMMENDED RING 


STEALS: 


RECOMMENDED SKILLS 


DROPS: 


Combo (Mack) 

Lv 3 Black-White Magic 
(Adept Earrings) 

Lv2 Spirit Magic 
(Bronze Spirit band) 




Element type gets 

SHUFFLED DURING BATTLE 


I DEMON WARRIOR RING 
MAGIC RING 


Any 


OLD SORCHRESS 


. 

Stats 




: BODIES OF THOUGHT 


* flj W 

F \\ M 

r w ■ 


K V \ 


W* \ 


T here's no save spot before the boss, so you may want to backtrack into the mansion to save before 

YOU APPROACH THE OLD SORCERESS. THERE'S NO HEALING SPOT, EITHER, BUT YOU WON'T NEED ONE—THIS BOSS 


WILL MAKE VIRTUALLY NO EFFORT TO HURT YOU. SPELLCASTERS WILL BE MOST VALUABLE HERE, PARTICULARLY THOSE 


WHO CAN CAST LEVEL-3 BLACK MAGIC AND LEVEL-2 SPIRIT MAGIC. THE IDEAL SPIRIT MAGIC SPELL HERE IS GAMBLE, 


WHICH IS THE PRIZE FOR FINDING ALL 16 KELOLON STATUES IN TOSCA. 






T he bodies of Thought focus their attacks not on you, but on the Old Sorceress. There's no way 

TO HEAL HER, AND IF SHE DIES THE BATTLE IS LOST. EACH BODY OF THOUGHT HAS ITS OWN ELEMENT, AND 
IT'S TEMPTING TO STRIKE EACH ONE WITH THE ELEMENT THAT TRUMPS IT. BUT YOU NEVER KNOW WHEN THE OLD 





Sorceress will scream, which shuffles the 

CAUSING THE SPELLS YOU'VE BEEN PREPARING 
TO HEAL THEIR TARGETS INSTEAD OF HARMING 
THEM. MAKE THINGS EASY ON YOURSELF 
BY USING ONLY ATTACKS THAT HAVE NO 
ELEMENTAL TYPE, SUCH AS POWERA-ENHANCED 
PHYSICAL ATTACKS (IDEALLY WITH THE COMBO 
SKILL) AND THE FORCE AND GAMBLE SPELLS. 


ELEMENT TYPES OF ALL OF THE BODIES OF THOUGHT, POTENTIALLY 


Treasure-Hunting_Roundup 


D on't rush off to the black cave quite yet—now 

THAT YOU'VE COMPLETED THE OLD SORCERESS' 

Mansion, you'll find several things have changed 

BACK IN TOSCA. FIRST HEAD TO THE INN, WHERE INNKEEPER 
TOLTY WILL GIVE YOU A TREASURE-HUNTING TIP THAT WILL 
POINT YOU RIGHT BACK TO THE FRONT YARD OF THE OLD 

Sorceress' mansion, where the virus spell is hidden. 

ON THE UPPER FLOOR OF THE INN, KAIM WILL CHANCE TO 
OVERHEAR A CONVERSATION THAT TRIGGERS BOTH THE 
DREAM “SO LONG , FRIEND " AND A TIP THAT WILL TAKE YOU 
BACK TO THE NORTHERN CAPE, WHERE THE AILMENT VOID 
SPELL HAS BEEN HIDDEN. FINALLY, SPEAK TO DEENO IN HIS 
TOSCA HOME, AND HE'LL GIVE YOU A TIP ABOUT A TREASURE 
IN THE BLACK CAVE ITSELF. 




^ HI ■■ mfk 
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I N THE OLDEN DAYS, THE BLACK CAVE WAS A QUICK AND SAFE PATH BETWEEN THE VILLAGE OF TOSCAAND THE 
GOHTZAN CITY OF SAMAN. BUT WITH GOHTZA THREATENING WAR, SARAH HAD THE BLACK CAVE SEALED, 
INADVERTENTLY TRANSFORMING IT INTO A SANCTUARY FOR DANGEROUS BEASTS. 





START 


to The Great hall of foul 

CREATURES - UPPER LEVEL 4 


:ZE OF DARKNESS] 


Maze of Darkness 


= Jump Point 




A. Goddess Medicine 

B. Stone Beast’s Thorn 


* 


I C. Giant Feeler x3 


* 






' 


D. Seed 




Foul Swamp 








■ 


W' 


= Firefly Nest 


= Jump Point 


A. 500G 

B. Power Drink 

C. Soul Medicine* 


Accessible only from Helltrap pit 













































TO WORLD 




Lower leveo 


k TO,FOUL T SWAMPj 


TO HELL TRAI 


to The 

Creatures . ... _. .. 


ijo the Great Hall'ofFoud 
G R E ATUR ES-LOW E R LEVEL 


O FOUL SWAMPj 


The Great Hall of Foul Creatures 


| = Firefly Nest 


A. Refresha [spell] 

B. Blinding Powder 

C. Seed 

D. Master Sword and 
Master Ring* 

*Tolten required 




Helltrap 


A. Scroll of Dissection 

B. Cure-All 

C. Curse Blocker* 
*Treasure-hunting clue required 


■W- 



Navigating the Maze of darkness 





Feeling your way through the Maze of 
Darkness isn’t as difficult as it seems. 
First make your way to point 1, where the body 
of a fallen soldier will trigger a dream titled 
“The Tragedy of the Butcher General” From there 
you can head south or east to collect minor trea¬ 
sures, or proceed to the ledge marked Jl, where 
you can jump across a gap to land atop one of 
the natural cave walls. You’ll find two more 
treasures on this upper level (to reach the Seed, 
you’ll have to jump again at point J2), as well as 
the entrance to the Foul Swamp area. 



The Dark Sorcerers can counter any magical spell, 
so don't attack them with spells. Even if they aren't 
the only targets , they're able to bounce any spell 
back atyou f so hold off on Prism and composite 
spells whenever Dark Sorcerers are on the field. 
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Making Friends in the foul Swamp 



Aerial 


Wind 


Gale Wing 


Sticky Tape 


Sharp Beak 


Blinding 

Powder 


Beast 


Earth 


Frontier 

SlDERITE 


Whetstone 


Beast’s Horn 
Seed of Terror 


Spirit Magic 


None 


Guardian Ore 


Paraweed 

Thorn 

Black Pearl 

Powder 

MAGIC'SEALING 

Feather 


STEALS: 


DROPS: 


STEALS: 


DROPS: 


980 

MAGIC 

FIRE 


WATERFALL 

CLUSTER 


STICKY TAPE 
MYSTERIOUS 

Perfume 


ZAGAN 


DARK SORCERER 


HP: 

TYPE: 

ELEMENT: 

STEALS: 

DROPS: 




IT 

A' Fireflies make their home in the Foul Swamp, and if you reach your hand 

into their glowing purple nests, one will be happy to accompany you on your 
journey. The firefly is a sturdy little bug, but it can't cross the violent wind tunnels that 
appear at certain points in the cave. If you lose a firefly to the wind, you can always 
find a firefly nest and recruit another one. 



If you spend too long in the foul green water of the swamp, your entire party will be¬ 
gin to take damage. Fortunately, there isn't too much of a reason to wade in—the only 
item you'd need to get wet to reach is the chest at point C, which you can reach only by 
dropping onto it from above. 


Cleave Nightfliers, Tolten-Style 


m 

3 The northwest exit from the swamp is blocked, so you can leave only via the 
northern path, to the upper floor of an area known as the Great Hall of Foul 
Creatures. Circle around its upper level, making sure to grab the Scroll of Dissection 
before heading east into a section of the cave lovingly known as the Helltrap. The 
scroll contains the Cut Down skill, the Guard Condition-reducing row attack that 
Tolten used against the mud creatures. 



Tread Carefully through the FIelltrap 


IT 

i The Helltrap is full of dark pits that will drop you back down to the Foul 

Swamp, so you'll want to use the light of your firefly to maneuver carefully 
around them. At point 2, however, you may have to part ways with your bug—the 
Refresha spell is hidden in a chest past a wind tunnel. 

























































Sharp beak 


There are three pits at point 3, and if you jump into the upper-left one (as shown here) youTl land on the 
otherwise-unreachable island in the Foul Swamp. The chest contains a Soul Medicine; this is an awful lot 
of work for just a recovery item, but youTl need it if you're gunning for the Treasure Trove achievement. 


wlf,' it 




If you want to experiment with other Helltrap pits, knock down 
the Foul Swamp rock pile from the Helltrap side. The shortcut 
will come in handy for climbing back up to the Helltrap. 


The Great hall of foul Creatures 


nr 

They don't call it the Great Hall of Foul Creatures for nothing— 
when you kick the canister that blocks access to the central 
part of the map, hordes of powerful Rough Eaters will begin rampag¬ 
ing around the map. You'll need to find and slay three parties of them 
before their queen will appear—she's the one with glowing red eyes, 
and is represented by a red triangle on your Navigation Map. All of the 
Rough creatures are weak to Wind, so build a party focused around 
Wind-type rings and spells before you commence hunting the horde. 


| 1,360 
j ORGANIC 
j EARTH 


If you got the treasure-hunting 
clue in Tosca before you came here, 
you'll find your treasure near the 
lower entrance to the Great Hall. 
The Curse Blocker could not have 
come at a better time—have one 
immortal learn Anti-Curse, equip 
it, and pass the Curse Blocker on 
to another character before you 
challenge the queen. 













Quick Tips 


TYPE: 


RECOMMENDED RING 


STEALS: 


DROPS: 


RECOMMENDED SKILLS 


STEALS: 


DROPS: 


Rough Eaters and rough 
Servants cause the Curse ailment 

WITH THEIR PHYSICAL ATTACKS, 
WHILE THE ROUGH QUEEN CAN 
INSTANTLY PETRIFY ANYONE SHE 
BITES, SO EQUIP YOUR IMMORTALS 
WITH THE RELEVANT ANTI- SKILLS. 

Finally, Counter is a good way 

TO GET IN SOME EXTRA DAMAGE 
AGAINST THE CREATURES (WHO USE 
ONLY PHYSICAL ATTACKS), AND STEAL 
IS AN ABSOLUTE NECESSITY SINCE THE 

Queen is carrying a Slot Seed. 


IF YOU TAKE THE QUEEN TO THE BRINK OF DEATH WITHOUT FINISHING 
HER OFF, SHE'LL FLEE ON HER NEXT TURN, AND YOU'LL NEED TO CHASE 
HER DOWN. (SHE WON'T REGAIN HER LOST HP FOR THE SECOND FIGHT, 
BUT SHE WILL HAVE A NEW CROP OF SERVANTS.) YOU CAN PREVENT THIS 
UNTIMELY ESCAPE BY FINISHING HER WITH A WlNDA SPELL INSTEAD OF 
SLOWLY WHITTLING DOWN HER HEALTH WITH PHYSICAL ATTACKS, BUT 
YOU MAY NOT WANT TO—IF YOU FIGHT HER TWICE, YOU CAN STEAL HER 

Slot Seed twice! 


Raugh Servant D lent I mo a freniyl 
figuih kfvint C i»V;cirle?ui 
ftotgh Servant a Irjciloui; 
3D-jg.-i A it ;ea;oui. 


27 OR 28 


Dark Crystal Ring 
WIND-POWERED RING 
Bio Ring Ultra 


Anti-Curse 
(Curse Blocker) 


Anti-Petrify 
(Medusa's Head) 


Steal (Thief's 
Bracelet, Jansen) 

Casting Support 
(Cooke) 


LVl COMPOSITE MAGIC 
(Magic Research Report) 


COUNTER (MACK) 


1,360 

Organic 

Earth 


Sharp Beak 


1,560 

Organic 

Earth 


Slot Seed 


Slot Seed 


ROUGH OUHEN 


[BOSS PREPJ 

T he preparation for this one is 

PRETTY BASIC. YOUR TARGETS WILL 

be Earth-type, so you want Wind- 
type RINGS. YOU ALSO WANT A LOT OF 
WIND-TYPE MAGIC POWER, SO A GOOD 
TEAM MIGHT INCLUDE KAIM AND 

Seth on the front line, Jansen 

CASTING WlNDA, AND COOKE USING 

Casting Support on Ming so she 
can cast All-Wind every turn. 


Boss Tactics 

T he Rough Queen is quite skilled at manipulating her servants. 

WHEN SHE TARGETS ONE OF THEM WITH HER PHEROMONES, IT WILL 
GAIN THE ABILITY TO USE A RUSH ATTACK THAT COULD DEAL OVER 1,000 
POINTS OF DAMAGE. HOWEVER, WHEN THE QUEEN DOES THIS, ALL THE 
OTHER SERVANTS BECOME JEALOUS AND FOCUS THEIR ATTACKS ON THEIR 
FORMER COMRADE. STILL, THE BENEFITS OF THE DISTRACTION DON'T 
OUTWEIGH THE RISKS OF THE PHEROMONE STRENGTH BOOST, SO YOU'LL 
WANT TO KILL THE QUEEN'S CHAMPION AS SOON AS POSSIBLE. THE QUEEN 
CAN USE THE CRY MOVE TO REPLACE FALLEN SERVANTS, BUT THAT'S ALL 
THE MORE REASON TO KILL THEM—IT WILL KEEP HER USING CRY INSTEAD 
OF HER INSTANT-PETRIFICATION STONE HIT ATTACK. 


Stats 


ROUGH SERVANT 


ROUGH QUEEN 





















DISC 2 | CHAPTER 2-5 


T he Gohtzan City of Saman just ain't right. Many of the townsfofk have only a tenuous grasp on 

REALITY, AND THE TOWN'S INFRASTRUCTURE SEEMS TO BE ON THE VERGE OF COLLAPSE. BUT A FEW HARDY SAILORS 
HAVE MANAGED TO KEEP THEIR WITS ABOUT THEM AND ARE PLANNING A RESEARCH EXPEDITION TO THE STRANGE 
PURPLE LIGHT ON THE HORIZON. 




Main Street 


Erlio Family House 








1 . A 


A. 500G 

B. Seed 

C. Antidote 


A. Pixie Flower 

B. Seed 

C. Seed 
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BtA 







Kersen’s Inn 


Ifflii&eiiaiiHSs 


A. Seed 

B. Generator x6 

C. Sticky Tape x5 

D. Seed 


Emelo's Tavern 


House of Riordan 
the Merchant 


A. Slot Seed 

B. Whetstone x3 

C. 1,000G 

D. Secret Ledger 


[TOTMAIN'STREETj 


IF LOO R'l7 LOB BY, 


Floor 2? rooms] 


[tcTMainStreetj 


Do main Street. 
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Audun's Item Shop 




A. Seed 


to Main Street 


Port of Saman 


B. Pendulum x4 

C. 500G 


- *- 


A. Beast Hide Rasp x3 


9 


A DOOZY OF A DEAL FROM DANDY THE CROW 


1 I Dandy the Crow has a street-corner stand where he sells random items for 50G a 

pop. Dandy's stock is mostly Mana Herbs and Healing Medicines, with a handful 


of Soul Medicines and Cure-Alls thrown in, but Dandy does have one great find—the 
Awakening Bracelet, an accessory with a skill that can give a character three extra skill 
slots. It’s a don't-miss item, but it pops up so rarely that you may have to drop 50G at 
Dandys stand a hundred times to get it. (Note that this is a limited-time offer, and if you 
don't take advantage of it during this trip to Saman, you'll never get another chance.) 
You can use one of your new slots for Magic Defense Boost 1, the excellent skill that 
you'll learn from the Pixie Flower accessory hidden in the pot by Dandy's cart. 
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SHOP DETAILS 


Audun’s Item Shop 


ITEMS 

ITEM 

PRICE 

HEALING MEDICINE 

40G 

HEALING HERB 

120G 

HEALING TANK 

360G 

MANA HERB 

60G 

MANA CAPSULE 

180G 

ANTIDOTE 

I5G 

Anti-Paralysis herb 

20G 

BLAZING RUBY 

45G 

BIND HEALER 

45G 

ANGEL’S PLUME 

L50G 

Flare Bomb 

L00G 

Flara Bomb 

500G 

Aqua Bomb 

L00G 

Aqua ra bomb 

500G 

Wind Bomb 

L00G 

winda bomb 

500G 

Ground bomb 

L00G 

Groundabomb 

500G 


Oreego’s Emporium 





Quality iron Sand 

BEAST’S HORN _ 

JUNK PARTS _ 

Mysterious Perfume 
INSECT INNARDS 


SHARP BEAK _ 

HARD SKIN _ 

Eastern red Ore 


poison oil _ 

PARAWEED THORN 
BLINDING POWDER 

Sandman's Seal 
Magic-Luring Stone 



Flame 

Aqua 

Wind 

Earth 

Beast 

Jamming 

Daydream 

Bio 

Aim 

Piercing 

Spirit 

Poison 

Numbing 

blinding 

Sleep 

Osmosis 

Poison, Anger 

DRAINING 


30G 

30G 

30G 

30G 

35G 

50G 

I25G 

25G 

40G 

20G 

50G 

80G 

75G 

I50G 

25G 

50G 

20G 

50G 


BRUISER, AIM, ETC. LSG 

j Daydream _ 25G 



Strike Some Deals with the Local Pipot 


What to do with the million Healing Medicines and Mana Herbs you bought 
from Dandy? Bring them to the Pipot in Erlio's house. Note that you can get 
Healing Tanks out of this Pipot if you give it a Healing Medicine, a Healing Herb, and 
two more Healing Medicines (in that order). Experiment with other combinations to 
get Healing Potions and Mana Bottles. Collect all the Seeds in town and give those 
to the Pipot. IfyouVe found all 60 Seeds available at this point in the game, the Pipot 
will give you a Power Bangle . 



One-Stop Shopping at Audun’s Item Shop 


J All the merchants in town hang out at Audun's Item Shop, including a 

cobbler who can trigger a new dream (“The Story of Old Man Greo”), arms- 
and-accessories merchant Oreego, and of course Audun himself. When you're done 
shopping, pay a visit to the shop's financial backer, who lives next door. He's too busy 
rolling around in his pile of gold to notice that you're stealing his Slot Seed and his 
Secret Ledger; the Secret Ledger will come in handy later. 





I » 



1 nm 
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< j-i 
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Wfoai's chat? A ledger or lomtiHIngr mat luuks ilk# bad news waiting 

Cq happen. 

















































27 OR 28 


earth-Powered Ring 
Bio Ring Ultra 
Adamantis Ring 


MAN TALAS 


Quick Tips 


Stats 


MANTA 


RECOMMENDED RING 


MANTALAS 


Boss Tactics < 


Boss Prep, 


W HENEVER MANTALAS IS DAMAGED BY A SPELL OR ATTACK (EXCEPT FOR 
COUNTERATTACKS), IT WILL SUMMON A FRESH SUPPLY OF MANTAS 
AND THEN FLEE THE BATTLEFIELD, TO RETURN ONLY WHEN THE NEW CROP 
OF MANTAS IS SLAIN. NEVER TARGET MANTALAS UNTIL ITS PARTY IS AT A 

low Guard Condition, and target it only with your strongest 

ATTACK—THREE WELL-TIMED CASTINGS OF GROUNDA OR ALL-GROUNDA 
SHOULD DO THE TRICK. 


Y our party will be attacked as 

SOON AS THE VOYAGE BEGINS, SO 
COMPLETE YOUR BATTLE PREP BEFORE 
YOU SET FOOT ON THE SAMANESE 

Merchant Ship, your foes can 

PARALYZE WITH THEIR ATTACKS, 

SO EVERYONE WHO HAS THE ANTI- 
PARALYSIS SKILL SHOULD EQUIP IT. 

The key to a good offense is Lv2 
Composite magic (and of course, 

HIGH-LEVEL BLACK, WHITE, AND SPIRIT 
MAGIC TO MATCH). THAT SKILL CAN 
BE LEARNED ONLY FROM THE MAGIC 

Trial record sold in saman, so 

MAKE SURE WHOEVER EQUIPS THAT 
IS WELL-PROTECTED AND WELL- 
SUPPORTED BY SKILLS LIKE MENTAL 

Stability and Concentration or 
Casting Support. The Lv2 Composite 
magic spells include the massively 

POWERFUL ALL-GROUNDA AND MASS- 
PARALYSIS RECOVERY SPELLS PARA- 
CURE AND NO PARALYSIS. 


HP: 

3,050 

TYPE: 

ORGANIC 

ELEMENT: 

WATER 

— 

— 

STEALS: 

— 


— 

DROPS: 

BUG’S STOMACH 


— 


— 


— 


HP: 

620 

TYPE: 

ORGANIC 

ELEMENT: 

WATER 

— 

— 

STEALS: 

— 


— 

DROPS: 

BEAST HIDE RASP 


— 


— 


— 


104 



^\SC 7 \)ISC^ ^)ISC 3 ^\sc 


I* 


PRIMA OFFICIAL 
GAME GUIDE 

primagames.com 



Chapter 2-5 



























A pparently the Grand Staff in the Sea of Baus is not the only device of its kind. It isn't yet clear if 

THIS STAFF WAS BUILT BEFORE IT ORAFTER, BUT IT SEEMS TO HAVE THE SAME FUNCTION—GENERATING DANGEROUS 
AMOUNTS OF MAGIC ENERGY BUT FOR WHAT PURPOSE? 



Marine Division 


Samanese Merchant Ship 


Power Division 


BONUS FEATS 


CHARACTERS 


GAME BASICS 


APPENDICES 









































= = Barrier 
j^ = Switch 
Ijg} = Horizontal Platform 
Wk - Elevator 


A. Aqua Mine [spell] 

B. Pendulum x4 

C. Knight Earrings 

D. Bug's Stomach x4 



fro power' Division 


to Outer Division 


Operation Division 




Outer Division 



Upper Division 


A. Gutsy Cloth x5 

B. White Lotus, Lotus Ring 

C. Beast Hide Rasp x4 

D. Fire Charm 


Barrier 

Switch 

Horizontal Platform 

Elevator 

Technician 


A. Paraweed Needle x4 
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[fo Outer Division 


Glass Chamber 


*C ’ 

— r - n. 

-A C 

--- 



Preparing to 
Climb the Staff 

Before you approach the 
staff, enter the ship's cabin to rest up 
on the cot, purchase items, and dig 
a Seed out of the cabinet. Damiroh's 
shop carries most of the same items 
that were available in Saman, with 
two additions: The Shieldus and 
Barricadus White Magic spells. 

Snap ’em up now—you might not get 
another chance. When you re ready 
to go, grab a Slot Seed and some 
Generators in the Marine Division, 
then enter the Power Division to get 
a glimpse of what you're about to go 
up against. 



Swiping Gate Passes from the Guards 


7 

A' Pay special attention to the Uhran Guardsman you'll encounter in Experi¬ 

mental Staff, as each holds a Gate Pass that you can swipe with the Steal 
command. Gate Passes provide the only means to unlock the energy barriers that 
block your path in the Operation Division and the Upper Division, and stealing from 
guards is the only way to get them. But that doesn't necessarily mean using the Steal 
command—the guardsmen drop Bent Needles when defeated, and you need only 
two of those to make a Pickpocket Ring, which will give your fighters a chance to 
swipe an item when you score a Good or Perfect attack. With a few Pickpocket Rings, 
you'll have no trouble amassing the necessary supply of Gate Passes. 


SHOtnjumiLs^ 

* Damiroh’s Grab Bag 


item _ 

healing Medicine 

HEALING HERB 


HEALING TANK _ 

MANA HERB _ 

Mana Capsule _ 

ANTIDOTE _ 

Anti-Paralysis herb 

Angel's plume _ 

flare Bomb _ 

flara Bomb 


Aqua Bomb _ 

Aqua ra bomb _ 

wind bomb _ 

win da bomb _ 

Ground bomb 


360G 

60G 

180G 

15G 

20 G 

150G 

100 G 

500G 

100 G 

500G 

100 G 

500G 

100 G 



ANTIDOTE BROOCH 
SEAL BLOCKER 


YELLOW BAND _ 

GOLD SPIRIT BAND 

Components 

COMPONENT 
MAGMA FRAGMENT 
COLD WATER STONE 

WIND SEAL LEAF _ 

Quality iron Sand 

BEAST'S HORN _ 

JUNK PARTS _ 

Mysterious Perfume 

INSECT INNARDS 


Lv4 Black-White i, 200 G 
Magic 

Anti-Poison 280G 

Anti-Seal roooG 

Anti-Paralysis 450G 
Lv4 Spirit Magic i, 200G 



Sticky tape _ 

blood Sucking 

Needle _ 

whetstone _ 

BLACK PEARL POWDER 


SPELL _ 

Shieldus 

BARRICADUS 



| LV5 White 
j Lv5 White 


1,500G 

1,500G 



The Uhran Guardsman use poisoned staves , so equip your immortals 
with the Anti-Poison skill. Immortal spellcasters should also equip 
Anti-Seal , as Magic Sliders will invariably target them with the Seal 
ailment. 













































None 


None 


Bent Needle 


Whetstone 


Beast Hide Rasp 


Mechanical 


None 


Generator 


Sticky Tape 


Junk Parts 
Pendulum 


Mechanical 


None 


Sun Crystal 


Junk Parts 
Pendulum 


Organic 


Wind 


Giant Feeler 


Insect Innards 
Bug's Stomach 
Paraweed 
Thorn 

Wind Seal leaf 


I TYPE: 


STEALS: 


DROPS: 


Guard Armors are both highly resistant to magic and extremely skilled at defending. Target 
them with skills like Combo instead of normal attacks—they can't block those. 


ENEMIES 


PF UHRAN 

Guardsman 


• You need a Gate Pass to get through 
an electric barrier. After a Gate Pass is 
inserted, it will not be returned, so you’ll 
need five Gate Passes to lower all five 
electric barriers. Most barriers are op¬ 
tional, and lead to shortcuts or treasure, 
such as the Knight Earrings in the Opera¬ 
tion Division and the incredible White 
Lotus discus and Lotus Ring combo in 
the Upper Division. Barriers are marked 
on the map with glowing red lines. 


F The Magical Contraptions 
of Experimental Staff 

There are three magical devices in this area, and youTl need to use all three 
of them to reach the top of Experimental Staff. 


• Glowing switches can raise or lower cranes, which may pull an obstacle out of your 
way, lift a platform that you can use to cross a gap, or—quite often—accomplish 
nothing at all. Don’t assume every switch, such as the one at the entrance to the 
Operation Division, has a purpose. Switches are marked on the map with an S. 


• Horizontal platforms run along tracks that cannot be traversed otherwise. Ride 
the platform marked LI to reach the center of the Operation Division map, where 
you can lower a crane to reach the Aqua Mine spell. 
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F 


REACHING THE TOP OF THE STAFF 


From the entrance to Experimental Staff, proceed 
west, pausing to collect the Aqua Mine spell and 
Pendulums along the way (you will not be able to return to Ex¬ 
perimental Stafflater in the game, so treasure-hunters should 
collect all the loot now). Try to pick up at least two Gate Passes 
in combat so you can unlock both elevator 1 and the chest that 
holds the Knight Earrings. Our next destination is the Up¬ 
per Division, which you can reach by taking elevator 1. If you 
can't find enough Gate Passes, you can also reach it by exiting 
through the door in the southwest and hiking up through the 
Outer Division, but if you take that route you won't be able to 
reach chests A and B on the Upper Division. 


In the Upper Division, clear out the chests on the west side of 
the map, then head to the central part of the map, where a large 
crate is suspended over a horizontal platform track. If your goal 
is to get all the items, ride the platform (H3) all the way to the 
right, then lower the crate onto the track and ride the platform 
to the left so it hits the crate. You can then proceed down the 
right of the two paths and take platform H6 to treasure chest C. 


After collecting the treasure, go back the way you came, ride 
platform H3 to the right, lift the crate, ride the platform to the 
left, lower the crate, and ride the platform into the crate again. 
This will put you on the left path, which ultimately leads to a 
switch that will drop a crate into the tracks of platform H6. 
Once again, go back the way you came, get on the right path 
again, and ride platform H6 into the newly dropped crate. 
From there you can walk south to a barrier-blocked exit to the 
upper part of the Outer Division. The door to the left in the 
Outer Division leads back to a small part of the Upper Divi¬ 
sion, where you'll find the area's final treasure chest. If you fol¬ 
low the stairs upward, you'll find a save spot just outside of the 
Glass Chamber, the final area of Experimental Staff. Phew. 




ERRAND BOY FOR THE STAFF TECHNICIANS 


If you'd like to give your former Uhran comrades a 
hand, you can support their cause by taking a job as the 
Staff (get it?) messenger. Start by taking elevator 2 down to the 
Operation Division, and head through the door opposite the el¬ 
evator to reach a new region of the Outer Division. Proceed down 
the ladder to the left to reach Technician #1, who will ask you to 
deliver a message to Technician #2, who is working beneath him. 


To reach Technician #2, you'll need to shove a crate off of the 
balcony, lower the platform, drag another crate to the side with 
the switch, raise the platform, and then shove that crate off of the 
balcony too. You can then lower the platform and cross to the 
technician's position. 













































Organic 


Wind 


STEALS: 


DROPS: 


Twelve Minutes 
to Flee the Staff 


When you awaken, youll have 
12 minutes to flee the area before it self- 
destructs. That's far more time than you 
need, so you can afford to fight a few bat¬ 
tles with Magic Insects and new Explosive 
Bugs if you like. But if you want to play it 
safe, use Turn-Tail to flee from battle. 

All of the elevators are blocked, so youTl 
have to flee via the Outer Division stairs. 
When you return to the Power Division, 
go right instead of going left, leaping over 
the gap in the floor and crossing what 
used to be a fast-moving tr ain. YouTl 
pass new treasure chests as you escape 
this way; the first contains a Power 
Drink, while the second holds 
a far more interesting pair of 
prizes: the Red Snake sword 
and the Snake Ring. 




fcl HD _ 

i'I 1 TYPE: 

E ■'! Element: 


Giant Feeler 

Insect Innards 
Paraweed 
Thorn 
Gutsy Cloth 
Beast hide Rasp 


[ *EXPI 


HP: 

880 

i ri 

TYPE: 

ORGANIC 

1 

ELEMENT: 

WIND 

1 

— 

— 

1 

STEALS: 

PARAWEED 

NEEDLE 

1 


— 


DROPS: 

BUG’S STOMACH 
PARAWEED 

NEEDLE 



— 



The second technician will ask you to deliver a message to Technician #3, who is a lot easier to reach. 
Ride the elevator back up to the Upper Division, and then climb the Outer Division stairs past the 
save point. YouTl find a ladder that will take you straight to the technician, who will reward your 
hard work with 11 Beat Stones—the exact number you need to craft a Guard Condition-damaging 
Hammer Ring. 


THE MAN IN THE GLASS CHAMBER 


You can't win in your battle with Gongora, but you can lose if you die in the 
first five turns. Attack him if you want, but focus most of your energy on 


survival, using magic like All-Barricade and All-Generate to keep your HP up, and the 
Wall skill to keep your Guard Condition high. 
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T he City of Saman is back to normal, or at least what we can assume is normal. There are no more 

HOSTILE CHILDREN, NO MORE SWINGING DOLLS, NO MORE TALKING CROWS—JUST GRATEFUL VILLAGERS WITH PLENTY 


OF RARE ITEMS AND TREASURE-HUNTING TIPS FOR KAIM. 







A. Splitter [spell]* 
*Treasure-hunting 
clue required 


Oreego's Emporium 


A. Regenera [spell] 

B. Raging Beast’s Eye x3 

C. Bind Healer 



The Auction house 
is Open for Business 


The merchant Oreego has set up shop in a 
dank warehouse in the port. His stock is the same as it 
was before, but theres something new and exciting in 
the back of the building—an auction house that sells 
items you’ve missed in the game. Those attempting 
the Treasure Trove achievement will want to check 
in regularly, since it’s the only way to get items from 
areas that you can no longer return to, such as Experi¬ 
mental Staff. 


Bidding is a simple process of jacking up the price 
with the left stick and issuing a bid with the A button. 
Don’t be too loose with your cash—the items you fail 
to win will cycle back around, so you’ll keep getting 
chances to bid on them until you finally win. 



If you get this 
message , congrat¬ 
ulations! It means 
you've already found 
(or won in auction) 
every item that the 
auctioneer could 
potentially sell. 



Ill 














































rat Out Riordan the Smuggler 



Give the Secret Ledger to the man skulking outside of Riordan's house, and he'll have solid proof that the merchant 
Riordan didn't make his pile of gold through legitimate business. The next time you enter Riordan's house, you'll find the 
investigator waiting. He'll thank you for your cooperation with a Solid Spartan sword and Spartan Ring. 



DREAMS AND CLUES IN THE NEW SAMAN 


As you approach the city exit, a weary Cooke and Mack will convince the party to take a day off. While they sleep, the 
grown-ups will discuss strategy—to rest at the inn, simply leave the room. The next morning, many of the townspeople will 
have new dialogue that leads to dreams and treasure-hunting tips. 


First head north to the stall that used to be Dandy the Crow's shop. The shopkeeper will offer Kaim some fruit, unlocking “Bright 
Rain ' of the “A Thousand Years of Dreams'' series. Then visit the tavern, where Sighing Zamilo will give you a treasure-hunting clue 
for the Ice Canyon ahead. Then return to Audun's Item Shop, where Easygoing Valle will give you a tip for a future area known as the 
Great Ancient Ruins. 



F 


THE THIEF AND HIS STASH 

Outside of the item shop, you'll find two vil¬ 
lagers accusing Talio of stealing from a lo¬ 
cal store. Tell Talio that you believe in his innocence, 
and he'll tell you his theory about who really did it— 
Dandy the Crow. Search Dandy's old stall; you'll see a 
shiny white sparkle just to the side. When you return 
the stolen property and exonerate Talio, the villagers 
will reward you with a Generals Pen accessory. 


When you leave the area and come back, Talio will re¬ 
turn to his original position on the west side of town. 
Speak to him again, and he'll offer a treasure-hunting 
tip that will point you to the tip of the pier in the Port 
of Saman, where you'll find the Splitter spell. 
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T he Slantnose can't cross the violent seas near Gohtza, and the saman vessel is sunk, so IT'S the land 

ROUTE FOR KAIM AND HIS PARTY. THE ICE CANYON HAS BEGUN TO THAW, FREEING BOTH VALUABLE TREASURES AND 
TERRIBLE BEASTS THAT HAVE BEEN FROZEN FOR CENTURIES. 



CHARACTERS 


GAME BASICS 
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Snowy Plateau 


Beast 


Guardian Ore 


Magma 

Fragment 


A. Elmon Crown 

B. Regnerus 
[spell]* 

C. Quad-Element 
Charm** 

*Sunderch Glasses 
required 

**Tolten required 


Crimson 

Treasure 


Beast Hide Rasp 


Whetstone 


None 


Earth 


Bent Needle 


Jet Black Cloth 


Wind Seal Leaf 


Tornado Leaf 


Bent Needle 


Organic 


Water 


Demon 

Sculpture 


Cold Water 
Stone 


Rainbow Coral 


Sandman’s Seal 


Nightmare Seal 


Beast 


None 


Blood Cloth 
Crystal 


Beast’s Horn 


Raging Beast’s 
Eye 


Beast 


Earth 


Frontier 

SlDERITE 


QUALITY 
IRON SAND 
NUTRITION OF 
THE EARTH 
BEAT STONE 


ENEMIES 


Raptor 


[fq Blizzard Peak 1 


ProtectYour Back Row, from .Opportunists 


G ood sportsmanship is not a priority in the ice canyon—foes 

LIKE RAPTORS AND DANDOMEN TARGET BACK-ROW CHARACTERS 
OR THE LOWEST-HP PARTY MEMBER EXCLUSIVELY. THAT'LL MAKE POOR 

Cooke the party punching bag, which can be a very tragic thing 

IF YOU LET YOUR GC DROP. HOWEVER, IF YOU CAN KEEP YOUR GC AT 
LEVEL 4 BY DILIGENTLY HEALING BETWEEN BATTLES AND USING BATTLE 
SKILLS LIKE WALL, YOUR FOES WILL BE STUCK WASTING THEIR ATTACKS ON 
WELL-PROTECTED BACK-ROW CHARACTERS. 


BEHEMOTH 
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BATTLE THE ELMON KING FOR YOUR LOST ITEMS 



(Tl , monkeyllt . Elmon are .hieve, who can „„1 yon, 

items—even valuable ones like accessories—and flee the battle with them. 
Fortunately, there is a way to get your lost items back. If you follow the upper roads 
on the Ice Gorge map, you'll find the Elmon homeland at point 1. There you can 
challenge the Elmon Leader and win back all of your stuff. But the fact that you can 
win everything back shouldn't make you complacent about letting lesser Elmon 
steal from you; the leader can use stolen items like bombs against you, and his Item 
Blast attack deals 50 points of damage for every item his subjects have stolen. 




^ Slide into the Treasure Cave 

2 I If you aren’t careful, you can easily 
slide down the icy walls of the Ice 
Gorge and Blizzard Peak areas. Slipping can be 
annoying when it's an accident, but if you do it 
intentionally, it can be incredibly lucrative. Af¬ 
ter crossing the three wind tunnels in Blizzard 
Peak, slide down the wall at point 2 to reach a 
chest with a Seed inside, then follow the path 
east into the Ice Gorge, where you'll find Cubic 
Music Score 5. A similar maneuver at point 3 
will take you to a box full of Tornado Leaves. 





















































Swipe the Penguin’s Accessories 


j When you see the penguin, continue west down the path to find the entrance to its 
small cave at point 4. After the penguin slides away, open its treasure chest (which 
contains a Warm Vest), then run out of the cave, head east past the point where you first spotted 
it, and slide down the first icy slope you see. The penguin should be waiting below, where you 
can grab it and help yourself to its Amulet. Clearly the Elmon aren't the only shame¬ 
less thieves in the Ice Canyon! The Amulets Absorb Attack is incredibly useful, and 
you should get your immortals learning it right away. 


BLOCKING THE WIND TUNNEL 


i At the crossroads south of point 4, stop at the series of ledges marked 

Jl, wait for the winds to abate, and then leap across. The timing is a 
little tricky, but the reward—Earrings of Wisdom, which teach Lv5 Black-White 
Magic—is more than worth the trouble. 


Next jump east across the ledges marked J2. There's no treasure here, but if you 
give the big white pile at point 5 a shove, it will cause a small avalanche that blocks 
the wind tunnel below. With that wind tunnel jammed, you can proceed to the 
save point and the boss beyond. 


Chapter 3-2 


PRIMA OFFICIAL 
GAME GUIDE 

primagames.com 


H 



f fj \ 

' 1 

I 

K1 ji}f If ' mgr 

1 

i 1 

i 

MilLi— -JAW v 



































Absorb Attack can turn 694points of damage into 694points of HP recovery. 


continued: 




-- =-• -§#*-■-> 


DINOZAOKO 


M ake a party out of your toughest 

CHARACTERS—PROBABLY KAIM, SETH, 
MACK, SARAH, AND MING—SINCE THE 
BOSS WILL USE A COMBO THAT GIVES YOU 

all Formation paralysis and then 

PULLS EVERYONE INTO THE FRONT ROW. 

(Note that the Freeform skill won't 

HELP UNLESS EVERY SINGLE CHARACTER 
HAS IT.) PUTTING EVERYONE IN THE 
FRONT ROW MAKES GUARD CONDITION 
IRRELEVANT AND FORCES YOU TO 
CONCENTRATE HEAVILY ON SKILLS THAT 
BOOST PHYSICAL DEFENSE. ABILITIES THAT 
CAN NEGATE AN ATTACK, LIKE ABSORB 

Attack and Weapon Guard, are 

FANTASTIC. 


ON OFFENSE, FIGHTERS WILL WANT TO USE POWER IT IT, WHICH DEALS 
A BIT OF EXTRA DAMAGE. (COMBO IS A NO-NO; THE BOSS'S DEADLIEST 
ATTACK IS ITS COUNTERATTACK, AND COMBO GIVES HIM DOUBLE THE 
CHANCES OF PULLING OFF A COUNTER.) SPELLCASTERS WILL HAVE TO 
SURVIVE IN THE FRONT ROW, AND SKILLS LIKE CONCENTRATE, MENTAL 

Stability, and Reduce Casting Time will help them get their 

SPELLS OFF BEFORE THEY'RE CRUSHED BENEATH DlNOZAORO'S HEEL. 


Spartan Ring 
Bio Ring Ultra 


Absorb Attack 
(Amulet) 

Weapon Guard 
(Sword Teachings) 

power Hit (Mack) 

Critical Heal 
(Lucky Clover) 

Concentrate (Cooke) 

Mental Stability 
(Cooke) 

Reduce Casting Time 
(Cooke) 

Defense Boost 

(KNIGHT EARRINGS) 

HP MAX UP 
(Life Brooch) 
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CONTINUED 



Boss Tactics 


D inozaoro takes a little while to 

SET UP HIS COMBO, GIVING YOU PLENTY 
OF TIME TO STRENGTHEN YOUR DEFENSES. 

Spend your first few turns having 
Ming and Sarah cast All-Generate and 
All-Shield on the party, and Cover on 

THEMSELVES. MACK SHOULD HIT SETH AND 
KAIM WITH POWERUS SPELLS, THEN CAST 
SPEEDA AND MINDUS ON THE SPELLCASTERS. 
WHEN YOUR DEFENSES ARE SET, HAVE AT 
LEAST ONE SPELLCASTER CASTING ZEPHYRA 
AT ALL TIMES WHILE YOUR FIGHTERS USE 
POWER HIT AND EVERYONE ELSE USES 
OFFENSIVE MAGIC. IT'LL BE A BLOODY FIGHT, 
BUT YOU'LL COME OUT ON TOP. 


The Cover spell is good for only about one free hit from the 
Dinozaoro—but that turn is all a Zephyra-castingspellcaster may 
need to turn around a losing battle. 



Return the Crown to the Elmon King _ 

I After defeating the boss, don’t overlook the faint path that leads to a ledge 
where there’s a treasure chest and a royal seal. The chest contains the Elmon 
Crown that the Elmon Leader was so convinced you had stolen. You can’t return it to 
him directly, but the next time you battle an Elmon, leave it alive for a turn or two and 
it will swipe the crown without fail. Visit the Elmon Leader after its theft, and you’ll 
find it sitting atop his head. The Crown has added a few new attacks to his repertoire 
(including All-Seal, so prepare accordingly by equipping your mages with Anti-Seal), 
and a Mind Bangle to his inventory. A chance to swipe the Mind Bangle (which teaches 
MP Max Up 2) is your only tangible reward for this fight, but if you win their respect, 
no Elmon will ever steal from you again. 
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THE MAGIC INDUSTRY CITY OF GOP 


G ohtza is the third and final of the great capital cities, and its scale and grandeur will not 
DISAPPOINT. Ming has come to forge a peace treaty with the king, but she isn't the only one with 

PERSONAL BUSINESS HERE. EXPLORE GOHTZA WHILE YOU CAN—WHEN EVENTS BEGIN TO UNFOLD, THEY WILL DO SO AT A 
FRANTIC PACE. 



Middle Town & Low Town 


Elevated Entrance 


Middle Town 


START 


Hotel Crown 


A. Healing Tank 

B. Pendulum x3 




Middle Town Store 


X 




















































Rosas Restaurant 


Low Town 


A. Aquara Bomb 

B. Seed 

C. Kelo-Oil x3 


A. Mint Powder 

B. 500G 

C. Nutrition of the Earth x4 

D. Blazing Ruby 


Abandoned Apartment 




A. Gutsy Cloth x3 

B. Seed 

C. Seed 

D. Grounda Bomb 

E. Mana Prime 

F. 1,000G 

G. Incense of Distrust x5* 

H. Shark Skin x4* 

I. Life-Stealing Tooth x6* 

J. Winda Bomb x3* 

K. Innocence Ring and Innocence Baton** 

L. Seed*** 

* In pots in Raihel’s General Store (not shown) 

**In pot in Casino-Gambler’s Hideout (not shown) 
***In pot in Bargel’s Inn (not shown) 
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LOOT WHILE THE 
LOOTING IS GOOD 

You won't be able to hang out 
in Gohtza long, and after you leave it you 
may not be able to return to some of its 
areas. So if you hope to complete Goht- 
za's subquests and collect all of its items, 
explore the town thoroughly before you 
take the elevator to Gohtza Station. 

Most of the interesting stuff is in Low 
Town, but the Middle Town Store is well 
worth a visit. Not only can you buy sev¬ 
eral weapon upgrades and ring-assembly 
components, but the ringmaker is finally 
offering a series of rings with level-2 
enhancements. If you take a look at his 
recipes and decide you can't make any 
of them yet, think again—you can make 
all the rings necessary for the Flare, 
Stream, Cyclone, and Planet combina¬ 
tions simply by buying components at 
the Sigrum's Weapon Emporium coun¬ 
ter. It's worth the trouble to make a full 
set—when your fighters are triggering 
three level-2 enhancements with each 
strike, you'll be dealing nearly double 
damage when you score Perfects! 



SHOP DETAILS 


SlGRUM S WEAPON EMPORIUM 


WEAPONS 

WEAPON _ 

FULL BLADE 
LORD SPIRE 
Ether Torch 
Chakra Arm 


Accessories 


3,600 

3,500 

3,550 

3,800 


Accessory 

Enhancement 

1 PRICE 

Combat Teachings 

Counter 

700G 

Earrings of wisdom 

Lv5 Black-White 
Magic 

2,000G 

Magic Trial record 

LV2 COMPOSITE 
MAGIC 

2,500G 

Antidote brooch 

Anti-Poison 

280G 

KELOLON EARRINGS 

Anti-Kelolon 

550G 

Alarm Clock 

Anti-Sleep 

480G 









KELQ-OlL _ 

HARD SKIN _ 

Eastern red Ore 


poison oil _ 

PARAWEED THORN 

Magic-Sealing 

FEATHER _ 

SEED OF TERROR 
BLINDING POWDER 



PUMICE OF DESPAIR 
BLOOD SUCKING 

NEEDLE _ 

WHETSTONE _ 

BEAST HIDE RASP 
BLACK PEARL POWDER 


FEAR 

BLINDING 

SLEEP 

Osmosis 
Poison, Anger 
Rage 

Pickpocket 

Shockwave 

Draining 


Bruiser, Aim, etc. isG 
Crusher iooG 

DAYDREAM 25G 



The Ringmakers Recipes 

(LEVEL 2) 


COMBINED RINGS 

Combined ring 

1 RING 1 

1 RING 2 

1 RING 3 1 

FLARE RING 

BLAZE 

CRUSHER 

RAGE 

Stream ring 

FLUX 

CRUSHER 

RAGE 

Cyclone ring 

STORM 

CRUSHER 

RAGE 

PLANET RING 

Raging Fire 
RING 

TREMOR 

BLAZE 

CRUSHER 

HUNTER 

RAGE 

CONTAINER 

WATER BEAST 
RING 

FLUX 

DINOSAUR 

Pick¬ 

pocket 

SHARP WIND 
RING 

RUMBLE RING 
KILESA RING 

STORM GOUGING 

TREMOR ALCHEMIST 
VENOM INERTIA 

Devour 

Crusher 

Blackout 

VIGOR RING 

Dread 

RAGE 

Destruc¬ 

tion 



deliver a Message to the Gates of khent 


Speak to the trio of Khent soldiers near the Abandoned Apartment in Gohtza's Low Town. They'll ask you to deliver a mes¬ 
sage to a guard stationed at the Gates of Khent, which is a city you unlocked when you completed the Ice Canyon. Leave 
Gohtza, select the City of Khent, and deliver your message to the Khent soldier Gilghef. He'll reward you with an Obsidian Spirit 
Band accessory. You'll also find a treasure chest outside of the city gates that holds an Awakening Bracelet. 



































































Chase a bad bet until it pays Off 


-j 

J The Abandoned Apartment is full of surprises. Enter through the rear staircase to grab a few hidden items (including two 

Seeds), then return to Low Town and take the elevator down to the 10th floor. There youTl find a general store (which con¬ 
tains plenty of hidden items, but nothing to buy) and a secret casino. Give the casino a thorough search to turn up an Innocence Ring 
and Jansen s Innocence Baton, then talk to the gambler at the table. HeTl ask for a loan to feed his gambling habit; you can offer the 
loan in 100G, 500G, or 1,000G amounts. In exchange, heTl hand over Signed Loan Papers. 


Every time you leave the casino and re-enter, the gambler will ask for more money, and you can either give it to him or demand that 
he give back what youve already loaned him (with a tiny amount of interest). If you loan him money 10 times, heTl finally hit the big 
jackpot and repay the debt fivefold. (So if you loan him 1,000G every time, youTl ultimately get 50,000G back.) Most importantly, 
youTl have learned a valuable lesson about how to quintuple your money by giving it to degenerate gamblers. 






Gohtza Station & High Town 


Gohtza Station 


A. Whetstone x4 

B. Seed 

C. Magic Crystal x3 

D. Loud Bell x4 

E. AquaraBomb 


Gohtza Station-Platform 


A. Circular Dance Discus 
and Circular Dance Ring 

B. Flara Bomb 

C. Dark Flame x4 

D. Mana Prime 
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Three Trains out of Gohtza 


When you re done exploring, take the elevator from Middle Town to Gohtza Station, where you'll be turned away for not 
having the appropriate ID. Then head north toward the elevator to High Town, where Kaim will run into someone he 
knows. Kaim and Sarah will quickly separate from the party to pursue the man while Cooke and Mack run off to get a closer look at 
Gohtza's amazing trains. The series of events that follows will have you switching between the three parties. 
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Seth’s Party (Parti)] 


Take the elevator to High Town, where Ming can get you past 
the guards. There are no hidden items or interesting people to 
talk to, so head straight to the palace, where the king will set up a 
series of barriers to test Ming. Clear them with the A button, and 
don't worry when the third barrier pushes you back—each set of 
barriers can be cleared only on the second try. 



Kaim s Party (Part i)1 


Follow the hooded man to the Apartment Building, and take the 
elevator to the 7th floor. You'll find the hooded man waiting in 
an abandoned room there. 



Cooke s Party (Part 1) 


After Cooke and Mack sneak past the ticket-taker, they'll be able to loot the three remaining treasures in Gohtza Station. You'll also 
find a save spot and a shop with the same stock as the one in Middle Town. If you haven't bought the Barricadus and Shieldus spells, 
do so now—you may never get another chance. 

Take the escalator to platform 1, where you'll find Mack's Circular Dance Discus and a Circular Dance Ring, then to platform 3, 
where an elderly woman will tell the kids about the Aurora. Return to platform 1 and hop onboard the train. Oh, Cooke ... this is not 
going to end well. 















































Mechanical 


None 


Mechanical 


None 


Mechanical 


None 


ENEMIES 


[TYPE: 


ELEMENT: 


STEALS: 


DROPS: 


Seth's Party (Part 2)] 


Head to Gohtza Station, where you'll rejoin Kaim's party. Kaim can get you past 
the ticket-taker and even past the guards at platform 2, where the two parties will 
split up again. 




kaim s Party (Part 2) 


After the event scenes push you back to the station, return to platform 2 
to snag the final two items in Gohtza station. Then go to platform 3, where 
the concerned grandparents will hijack the last remaining train to go after 
Cooke and Mack. The Gohtza Transit Authority will put up with that sort 
of thing from misguided kids, but not from 1,000-year-old immortals. 
Prepare for an armed response. 






1 




In the first battle, Kaim can swat foes with 
physical attacks and a Lotus Ring while 
Sarah blasts them with spells. If your 
characters aren't equipped with skills they 
need, remember that you can change your 
equipment at any time—say, by giving 
Sarah the Earrings of Wisdom she needs to 
use both White Magic and Black Magic. 






























Your foes will be too far away to physi¬ 
cally strike in the second battle, so have 
Kaim use bombs or equip a spellcasting 
accessory. Save the External Engine Unit 
for last, as it will discharge MP-recovery 
energy every turn until it is destroyed. 

The final battle is against the mighty 
Armored Train, which can cast a protec¬ 
tion spell on itself that makes it immune 
to physical attacks. Equip Kaim with an 
accessory that will let him cast spells— 
Spirit Magic spell Gamble is a nice choice 
since its power will not be affected by 
Kaim’s poor Magic Attack stat. 



Seth s Party (Part 3) 


After a series of event scenes, control will switch from Seth to a surprise guest star. Lead that character to the podium (you can’t go 
anywhere else), deliver your speech, and then hop into the portal that will take you to Grand Staff. There, test the acolytes in battle by 
cycling through every spell you can cast. Take note of which spell kills which color of acolyte—that’s the whole point of this exercise. 



KAIM S PARTY (PART 3) 


Now on the Aurora-Bound Train, you’ll be 
able to heal and save your game. Do both— 
things could get hairy. 



In the first car, you’ll battle a Glacier Fragment and a Glacier Beast. Your gamer in¬ 
stincts tell you to fight ice with fire, but they’re wrong; as Water-types, both enemies 
are vulnerable to Ground. Have Kaim equip a Planet Ring while Sarah casts Grounda, 
and target the Glacier Beast first—its Ice Fang attack can be brutal. 































In the next car you’ll need to move quickly to avoid the spreading ice. But don’t move 
so quickly that you miss the Slot Seed glittering on the ground! Grab it, then push the 
crates away to make a path through the car. Only the metallic crates with the diamond 
pattern on top can be pushed, so don’t waste time trying to grab the wood crates. 


mm 


In later cars, the pushing puzzles get a little trickier. Remember that you can 
pause to figure out when to push and when to pull. Don’t miss the hidden chest 
near the end of the second crate-pushing car; it’ll take some work to get to it, 
but its Goddess Medicine is a nice find. 


In the penultimate car, take the time to read the 
shining note; you’ll learn that the door to the 
caboose is password-locked. Each of the four notes 
on the wall will tell you one digit; pause the game to 
write them down. Or don’t. The password is 9240. 

Make sure you’re at full health before you enter the 

password, because you’ll face three Glacier Beasts 
in the caboose. After blasting one with a Grounda 
spell, Sarah may need to switch to healing duties to 
survive the onslaught of Ice Fang attacks. 







































K ing Tolten has made it safely back to his kingdom, but he isn't being welcomed with open arms. WORSE 
YZT , Seth has joined him as an uninvited companion, and she cares about nothing but rescuing Sed, the 

NOTORIOUS PIRATE WHOSE CAPTURE WAS ONE OF TOLTEN S FEW ACCOMPLISHMENTS AS KING. 
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The Back Alleys of Uhra 


Back Alleys 


A. Sticky Tape x3 

B. Pendulum x3 

C. Seed 

D. Smelling Salts 

E. 500G 

F. Poisonous Red Snake x3 

G. Seed 

H. Power Drink 

I. Healing Herb 

J. Healing Tank 

K. Cure-All 

L. Mana Capsule 
M Groundus Bomb 
N. 500G* 

*On Main Street ledge (not shown) 


Barkus' Weapon and 
Armor Emporium 


A. Aquaus Bomb 

B. Seed * 


TO MAIN STREET LEDGE 












































Kelo-Oil 
Kelolon Heart 
Kelo-Oil 
KELO-HELMET 

Kelolon Heart 


* 




Magic-Sealing 
Feather 
Spent Magic 
Engine 

Magic-Sealing 
Feather 
Seal Cross 



The King of Uhraand the Pirate Queen 

The teleportation spell that snared Seth and Tolten has warped them 
straight to Uhra’s Central Station Square. You’d think that would be good 
news for the King of Uhra, but his subjects have bought into Gongora’s lies, and 
Uhran soldiers will attack him on sight. Fortunately, they should be no match for 
Seth and Tolten. Furnish Tolten with a good ring and a useful accessory like the 
Power Bangle, and get Seth linking Token’s skills right away. Persistence is a good 
place to start. 



TRAVERSING UHRAS SECRET PATHWAYS 

The main streets of Uhra are too dangerous, so Seth will lead Tolten into a 
new Back Alley area. There you’ll find a save spot, a heal spot, and a dozen 
hidden items. The encounter rate here is quite low, so explore to your heart’s content. 
When you’re ready to move on, climb the ladder at point 1 to reach a ledge that leads 
into Uhra’s Main Street. The first door on the ledge leads to the upper story of Tolsan’s 
Inn, where one of his majesty’s former attendants will teach Tolten how to open the 
royal seals that you’ve encountered throughout your adventure. He’ll also hand over 
the Talisman accessory, which contains the excellent Absorb Magic skill. The second 
door leads to the rear of Barkus’ item shop, where you can buy basic supplies, cut deals 
with the ringmaker, and loot a few hidden items. 
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V 


The Sewers of Uhra 



Behind Tolsan's Inn 




A. Jet Black Cloth x4 

B. Seed 

C. 500G 



Take a Shortcut through the Sewers 


Slip out through the back door of Tolsan’s Inn, and you’ll find an entrance 
into the sewers. Barred gates are blocking your progress to the north, so 
you'll need to find a way around it. Close the sluice gate at point 1, and then open the 
sluice gate at point 2. That will drain the water out of this section of the map, reveal¬ 
ing a set of stairs that will take you right past the barred gates. Before you head west, 
check out the small passage to the east, which leads to a balcony over an area known 
as the Secret Cave. Grab the three Kelo-Helmets from the chest and return to the 
sewers—there's no way down from here. 




You can hop across these metal platforms to 
reach the treasure chest at the end. To get the 
one on the left, press the switch at point 3 to 
lower the high platforms. 





























































Fishing Treasure out of the pools 


[— 

A* Are those the sparkles of items you see in the water pools 

* west of point 4? Indeed they are, and you’ll need to carefully 

manipulate the three sluice gates here to get them. The water flows from 
the north, so shutting the farthest-north gate and opening the other two 
will drain all the water, allowing you to climb into the upper pool and 
grab a Goddess Medicine. However, you can only climb halfway down 
in the lower pool, so you’ll need to manipulate the water so that pool’s 
item floats up to the halfway mark. To do so, close all the gates (if both 
pools aren’t empty, open and close the lower gates to empty them). Next, 
open just the northernmost gate, which will fill the upper pool with 
water, and then close the gate again. Now open the middle gate, which 
will cause half the water to flow from the upper pool to the lower pool, 
floating the All-Curse spell to the same level as the lower-pool ledge. 




Outside of Uhra Castle 

Back Alley Near Castle 




e 






IS f, i 









A. Smelling Salts 

B. Mirror Stone of Fear x5 

C. 1,000G 

D. Healing Tank 

E. Seed 

F. Stone Beast’s Thorn 

G. Soul Medicine 

H. Windus Bomb 

I. Whetstone x2 

J. Life-Stealing Tooth x5 

K. Gutsy Cloth x5 

L. Royal Knight’s Sword 
and Royal Knight’s Ring* 

M. Ambrosia 

N. Mana Bottle 
*Tolten required 
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Castle Station Square 


A. Healing Tank IN 

B. Slot Seed 



A royal Cache for king Tolten 


YouTl exit the sewers in a new area near the castle, where 
once again youTl find many hidden items and only a few 
Uhran guards to stop you. After collecting all of the treasures at the 
street level, climb the ladder at point 1 and proceed along the roof¬ 
tops. Descend at the first ladder you pass (point 2) and turn into a 
darkened alleyway to find the first Royal Seal. It will dissipate at Tol¬ 
ten s touch, revealing a powerful sword upgrade for Tolten, and an 
accompanying ring. Then head backup to the rooftops and descend 
near point 3. Continue along the path to exit into a public square, 
where youTl find a save spot and a chest that reveals a Slot Seed. 




Blaze a Trail through the battlefield 


r~ 

A battle will break out in the Amphitheater of the Sky, pitting unusually 

tough Uhran Infantry soldiers against equally strong Gohtzan Infantry. 

All you want to do is cross the screen to the grey pit area where all of the prisoners are 
waiting, but in the chaos of battle, that won't be easy. Every fight you trigger here will 
consist of equal numbers of Uhran and Gohtzan troops, and they're just as happy to 
attack each other as they are to attack you. Dish out your pain equally, because if one 
side dies early, the other side will have no choice but to turn their blades on you. Heal 
up in the few steps between battles, because the final challenge is a tough one with 
three soldiers on each side. 
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DISC 3 I CHAPTER 3-5 


E ICY RUINS OF GOHTZA 


W HILE Seth enjoys Uhra's balmy climate, the rest of the party is scattered in the frozen-over remains of 
Gohtza. Mack and Cooke are searching desperately for kaim and Sarah on the eastern tracks, while 


JANSEN AND MING HAVE FOUND THEIR WAY TO THE RUINS OF GOHTZA CITY. 



Cooke and Mack battle for Survival 


rr 

After running a few steps to the south to rouse her fallen brother, Cooke will want to turn around and lead her small party 
' north, into the biting wind. Turn from the path only to search for items in the glowing boxes beside the tracks, and to climb 

the ladder to a side platform that contains a save spot, a healing spot, and two treasure chests. Equip Cooke with an accessory that 
will let her cast Black Magic spells against the foes you encounter, and be sure to heal after every fight. 
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Magic 


Magic 


Water 


Water 


Flower of 
Suspicion 


Gutsy Cloth 


FFealing Herb 


Blood Cloth 
Crystal 


Replica Staff 


Vampire Bottle 


Cold Water 
Stone 


Blood Sucking 

Needle 

Life Stealing 

Tooth 

Pumice of 

Despair 

Incense of 

Distrust 


Quality Iron 
Sand 


Rainbow Coral 


Nutrition of 
the Earth 


Beat Stone 


Beast 


Magic 


Wind 


Water 


Beast Hide Rasp 


Mysterious 

Perfume 


Guardian Ore 


Replica Staff 


Wind Seal Leaf 
Tornado Leaf 
Beast’s Horn 
Raging Beast’s 
Eye 


Mysterious 

Perfume 


Magic Crystal 


STEALS: 


STEALS: 


DROPS: 


DROPS: 


STEALS: 


DROPS: 


Alraune 1 


ENEMIES . 

1 White Terror 


Glacier Fragment 


1,190 

Beast 

Earth 



The Ruins of Gohtza 


Old Gohtza- 
Scrap Dungeon 


A. Ambrosia 


Old Gohtza- 
Western District 


A. Soul Medicine 

B. Cure-All 

C. Slot Seed 

D. Life Stealing Tooth x6 



















































jOHtza-Low Town 


Gohtza-Backyard 


A. Slot Seed 


^ A. Blazing Ruby 
B. Scroll of Balance* 
*Treasure-hunting clue required 


A. Healing Herb 

B. Blazing Ruby 

C. Power Drink 

D. Goddess Medicine 

E. Seed 

F. Slot Seed 
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East-Bound 

Track 


I 7“ A TOUR THROUGH THE RUINS OF GOHTZA _ 

1 I Jansen’s scrap dungeon ain’t pretty, but it’s well equipped. There’s a save spot, a bed 

you can sleep in, and if you ram the rubble on the left side of the cave, a hidden chest 
with a bottle of Ambrosia inside. When you head outside, you'll find Ming waiting, and she'll 
be Jansen's constant companion for this part of the game. Let Jansen impress his lady love by 
standing out front (he is the heartier of the two), and give him a shot at survival by equipping 
him with the Amulet and Sword Teachings accessories—between Absorb Attack and Weapon 
Guard, he should be able to survive several rounds of attacks from the Clipper foes that roam 
Gohtza's ruined Eastern District. 



Frozen Trail 



F a Helpful Tip in low Town _ 

Low Town looks a whole lot chillier, but otherwise hasn’t changed much. You can 
pick up any items you missed in the city, although the door to Rosa's Restaurant is 
frozen over. You can visit all the rooms in the Abandoned Apartment, and even loan money to 
your favorite compulsive gambler. But the best reason to visit that chilly apartment building 
is right outside the casino—talk to the guy behind the elevator to get a treasure-hunting tip 
that will point you to a Scroll of Balance hidden right here in Low Town. 



























































Onward through the east District 


Leave Low Town via the new bridge to the east, which connects to the crumbling Eastern District. YouTl have to take a 
circuitous route by climbing ladders and leaping over gaps in the floor, but you can make things easier for future trips by 
ramming the rigging at point 1 to create a bridge that connects the two sides of the map. 



FOLLOW THE TRACKS 
TO COOKE AND MACK 


' When you start hiking the tracks, you'll have to face the 

same tough assortment of foes that plagued Cooke and Mack. 

I When facing large parties of enemies, have Jansen cover Ming with 
defensive spells while she casts combination magic like All-Flara 
that can wipe the board. 


When control reverts 
to Cooke and Mack , 
just keep walking into 
the wind. Eventually 
the two parties will 
meet—just in time to 
[ fight a boss together. 








sjsn 
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32 OR 33 


RECOMMENDED RING 


RECOMMENDED SKILLS 


ELEMENT: 


STEALS: 


DROPS: 


If you cast Cover on 
both Jansen and Mack, 
it will absorb enough 
damage from the 
Living Ice's devastating 
All-Aquara spell to 
keep your GC at level 4. 
You'll have to recast it 
after each All-Aquara 
spell, but it's worth it. 


LIVING ILL 


Stats 


Planet Ring 

ROYAL KNIGHT RING 


Status Analysis 
(Search Glasses) 

Water Resistance Up 
(Water Charm) 

Spell counter 
(Warrior's Armband) 

Absorb Magic 
(TALISMAN) 

Absorb Attack 
(Amulet) 

Lucky o Magic damage 
(Mimint ear) 


Boss Prep 


6,350 

Magic 

Water 


W ITH ONLY ONE IMMORTAL IN YOUR PARTY, THERE ISN T MUCH THAT YOU CAN DO TO 

PREPARE FOR THIS FIGHT. MING SHOULD HAVE A FULL COMPLEMENT OF SPELLCASTING 
SKILLS AND ALL THE DEFENSIVE SKILLS YOU CAN MUSTER. ALL OF YOUR MORTALS SHOULD 
DEVOTE THEIR EQUIPMENT SLOTS TO DEFENSIVE ITEMS LIKE THE WATER CHARM AND THE 

warrior's Armband, if Ming doesn't know Status Analysis, someone should put on 
the Search Glasses—you'll need to keep track of your target's HP. 


iftwaarafgnua 


T he boss won t put up much 

RESISTANCE AT FIRST, SO YOU 
CAN AFFORD TO SPEND A FEW 
TURNS CASTING PROTECTIVE 
SPELLS. WHITE MAGIC USERS 

should cast All-barricade, 
All-Shield, and Cover on 

BOTH OF YOUR FRONT-ROW 
CHARACTERS. MACK SHOULD CAST 
MINDUS ON JANSEN AND MING, 
AND POWERUS ON HIMSELF. 


BLAST THE LIVING ICE WITH GROUNDA SPELLS, BUT KEEP AN EYE ON ITS 
HP— STOP ALL OFFENSIVE SPELLCASTING WHEN THE BOSS DROPS TO 25% OF 
ITS MAX HP (UNDER 1,600 HP); AT THAT POINT IT WILL CAST REFLECT, AND 
YOUR QUEUE FULL OF GROUNDUS SPELLS WOULD END UP WIPING OUT YOUR 

own party. That's when Mack should start swinging with powerus- 

ENHANCED COMBO ATTACKS, WHILE EVERYONE ELSE HEALS OR TOSSES 
GROUNDA BOMBS. (REFLECT CAN'T BOUNCE ITEMS.) 
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GAME BASICS 















































ETH IS BACK IN THE SEWERS, BUT SHE DOESN'T SEEM TO MIND—THIS TIME WADING THROUGH FILTH IS A FAMILY 
AFFAIR. IT WILL BE A LONG, FOUL SLOG, BUT SED WOULDN'T HAVE LED YOU HERE IF HE DIDN'T KNOW THAT THERE WAS 
A POT OF GOLD AT THE END OF THIS FETID RAINBOW. 







lTO Conduit # 2 ] 


LTOXONDUIT #2] 


LTOXONDUIT #1] 


TO D E ST ROY E D~ PA'S SAG E] 


LTOXONDUIT #21 




Giant Drain 


Conduit #1 


Destroyed Passage 


Giant Drain 



A. Beast Hide Rasp x3 

B. Healing Tank 


A. Gorgon Mask x4 



Conduit #2 
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Mechanical 


None 


Living Gypsum 


Gorgon Mask 


Whetstone 


Beast Hide Rasp 


Living Gypsum 


Stone Beast’s 
Fang 


Mechanical 


None 


Gutsy Cloth 


Generator 


Junk Parts 
Pendulum 


Magic 


Water 


Life Stealing 
Tooth 


Vampire Bottle 


Blood Sucking 

Needle 

Life Stealing 

Tooth 


TYPE: 


STEALS: 


Experiment 

NO. 44 


ENEMIES 


Experiment 
NO. 28 


DROPS: 


Shut down the Magic Towers 


You'll probably find the magic engine at point 1 before you even fight your 
first battle, so it may not be clear what it does. Once Sed repairs a magic 
engine, all Magic Tower enemies in the area will lose all of their combat abili¬ 
ties, but only in the area where the magic engine was found. In later parts 
of the sewer, it will take a bit more work to find the magic engines, and in 
the meantime the Magic Towers will be able to target your party with 
Flarus spells and use Casting Support to hasten other enemy spells. 


SCRAPING THE GIANT DRAIN 


You can zip through the seemingly straightforward Giant Drain and the 
two small areas that follow, but treasure seekers will want to stop and smell 
the sewage in the second Conduit. Before heading through the Treatment Plant door, 
look for the ladder just off camera at point 2. That ladder ultimately leads you into a 
new area of the Giant Drain, where a second ladder connects to a series of platforms 
just below the water s surface. Use these platforms to grab the two treasures in the 
Giant Drain map, and then exit through a northeast door that connects to the lowest 
level of the Conduit. 


a 



























































The Treatment Plant 

The Treatment Plant 


= Gate & Switch 


A. Holy Guard (not v 

shown-see point 1) “ 

B. Seed 

C. Cure-All 

D. Seed 

E. Demon Sculpture x5 


gjXSSI^IMJ^ 


ETCTCONDUIT # 3 ] 



trpTONDUIT #4] 


froTHE Treatment plant] 


Magic Tank 


= Ladder 

, & , = Gate & Switch 


A. Toxin Butterfly Scales x2 

B. Wisdom Earrings 

C. Godly Dragon Tears 

D. Soul Medicine 
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|TCf CONDUIT #41 


A 

A. Seed 


Conduit #4 


Underground Dock 





The Treatment Plant's foul labyrinth 

Enter the Treatment Plant and drop down the ladder at point 1. Head west beneath the upper level, where youTl find a chest 
in one of the pipes. Shove the two crates to make a bridge to the chest, and snag its Holy Guard accessory. 


Cross back over the bridge and follow the path to the south and east, where youTl find a gate switch. Press it, and continue east. Hang 
a right so you can grab a Seed from pot B, and then head up the ladder to point 2, where youTl find this area s malfunctioning magic 
engine. Fix that, grab the Cure-All from the nearby chest, and hit the gate switch to the east. Continue east up the ladder to point 
3, where youTl find a save point, a healing point, and... a shopkeeper? YouVe seen most of his stock before, but don’t overlook the 
Rough Edge sword and the Herbalist s Badge accessory buried among the chaff. 











































SHOP DETAILS 


' Sewer Shop 


ITEM 

PRICE 

Healing Medicine 

40G 

HEALING HERB 

I20G 

HEALING TANK 

360G 

Mana Herb 

60G 

Mana Capsule 

I80G 

Mana bottle 

540G 

ANTIDOTE 

I5G 

STONE BEAST’S 

THORN 

50G 

ANGEL’S PLUME 

L50G 

Flare Bomb 

LOOG 

Flara Bomb 

500G 

Aqjja Bomb 

LOOG 

Aqua ra bomb 

500G 

Wind Bomb 

LOOG 

Winda Bomb 

500G 

Ground bomb 

LOOG 

Groundabomb 

500G 


Weapon 
ROUGH EDGE 


Accessories 


ACCESSORY 

Enhancement 

1 PRICE 

HERBALIST’S BADGE 

Potion Booster 

1,800G 

EARRINGS OF 

WISDOM 

Lv5 Black-White 
Magic 

2,000G 

Magic Trial 

RECORD 

LV2 COMPOSITE 
MAGIC 

2,500G 

Antidote brooch 

Anti-Poison 

280G 


Components 

Component 

USED IN RING | PRICE j 

Magma Fragment 

FLAME 30G 

Crimson Treasure 

BLAZE 100G 


Aqjja 30G 

Flux iooG 

Wind 30G 

Storm iooG 

Earth 30G 

Nutrition of the 
Earth 

Tremor iooG 

BEAST’S HORN 

Beast 35G 


Jamming soG 

Daydream 125G 

mu i 

Bio 25G 

Aim 40G 

KELO 150G 

Piercing 20G 

Eastern red Ore 

Spirit soG 

poison Oil 

Poison 80G 

paraweed Thorn 

Numbing 75G 

Magic-Sealing 

Feather 

Seal iooG 

Seed of Terror 

Fear 80G 


Blinding isoG 

Sleep 25G 

j 

Osmosis soG 

Poison, Anger 20G 

Rage iooG 

Pickpocket 300G 

1 ;i Ml M Jd J JU i -M 

Shockwave 40G 


Draining soG 


Bruiser, Aim, etc. 15G 
Crusher iooG 

| BLACK PEARL POWDER 

Daydream 25G 



m Drain the Treatment plant Tank _ 

Don’t worry—this tank is a lot easier to drain that the last ones were. Just 
close the northern sluice gate by pressing the button at point 4, then open the 
side gate by pressing the button at point 5. ThatTl drain the water, but youTl need to 
press the button again so you can use the side gate as a bridge to the ladder near point 4. 
Descend into the tank, take the stairs back up, and head north to the Magic Tank room. 



Shift the Magic Tank Bridges 


-> In the Magic Tank area, a series of gates that are locked on the other side 
* will force you to drop down a ladder to the lower floor, and then make your 

way to the northeast tank. There youTl find a bridge that leads southwest to a central 
control terminal. Fix the magic engine at point 1, then press the button at point 2 to 
rotate the bridge you just crossed so it points to the southeast. (The other switch ro¬ 
tates the northwest bridge, but there's no real point in doing that.) Take the bridge to 
the southeast tank, climb the ladder, and head east to a third Conduit area. 


From the Conduit, treasure seekers can head out the door to the southwest, which 
leads to a small area of the Treatment Plant that has a box full of Demon Sculpture 
ring components. To proceed through the sewers, head out the door to the northwest, 
and climb the ladder to the top of the Magic Tank area. From there you'll be on the 
button side of all the gates, and you can both grab the remaining treasures on your way 
to the northeast. 
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Spartan Ring 
Dinosaur Ring 
Snatcher Ring 
Pickpocket Ring Ultra 


Persistence (Tolten) 
Double item (Sed) 

Lv5+ Black-White 
Magic (various 

EARRINGS) 

Auto Shield (Sed) 

Defense boost 
(KNIGHT EARRINGS) 

Absorb Attack 
(Amulet) 

Steal (Sed, Thief's 
Bracelet) 


MAGIC BtA5 1 


Quick Tips 


Stats 


RECOMMENDED RING 


RECOMMENDED SKILLS 


Boss Prep 


S ETH DOESN'T MAKE THE BEST HEALER, BUT IF YOU CAN EQUIP HER WITH A SKILL OR 
ACCESSORY THAT ALLOWS HER TO CAST ZEPHYRA, SHE'LL BE ABLE TO HELP THE PARTY 
RECOVER FROM THE BOSS'S DEVASTATING FLARE CORE ATTACK. DON'T FORGET, HOWEVER, 
THAT ZEPHYRA TAKES TWO TURNS TO CAST—WHEN YOUR HEALTH BECOMES TOO DIRE, HAVE 
Sed fire off a couple OF FlEALING TANKS WITH the DOUBLE ITEM SKILL. 


Boss Tactics 


T here are two ways to go about battling this boss. The first is 

THE OLD-FASHIONED WAY: PUMP YOUR HEROES WITH POWER DRINKS, 

powerus Spells, and Tolten's Award Medal skill, and hit the boss 

UNTIL IT DIES. THE OTHER IS TO IGNORE THE BOSS AND FOCUS ON TARGETING 
THE DOCK CRANE with ranged attacks such as spells, bombs, and Sed's 
GUN. IF YOU CAN HIT THE DOCK CRANE AROUND EIGHT TIMES, YOU'LL DROP 
POWERFUL EXPLOSIVES ON THE MAGIC BEAST, ENDING THE BATTLE INSTANTLY. 

Note that if you win this way you'll skip the usual end-of-battle 

SCREEN, AND WON'T EVER BE ABLE TO GET THE MAGIC BEAST'S DROPPED ITEM. 
SO IF YOU WANT THAT CRYSTAL FRAGMENT, YOU'RE GOING TO HAVE TO SWIPE 

it with a Mug-enhancement ring or the Steal skill. 


Stale tTenll 


HP: 

10,550 

TYPE: 

BEAST 

ELEMENT: 

NONE 

— 

— 

STEALS: 

CRYSTAL 

FRAGMENT 


— 

DROPS: 

CRYSTAL 

FRAGMENT 


— 


— 


— 
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GOHTZAN REFUGEE CAMP 


W HEN JANSEN CLIMBS DOWN THE STAIRS ON THE WEST SIDE OF THE FROZEN TRACKS, HE WON T FIND KAIM AND 

Sarah's missing train, but he will find something else: a hot-spring cavern that other survivors from 

GOHTZA AND KHENT HAVE MADE INTO A TEMPORARY HOME. 


Gohtzan Refugee Camp 




A. Monster Bird s 
Plume x4 


Storage Tent 


A. All-Shieldus [spell] 


Lodging Tent 


H — E m 3^* ^ 


A. Loud Bell x5 

B. Seed 

C. Anti-Paralysis Herb 

D. 1,000G 

E. Spire Commander and Spire Ring* 

F. All-Mindus [spell]** 

*Treasure-hunting clue required 
**Sunderch Glasses required 









































Feeding the wounded and the Pot-Bound 


|T Ihe man at point 1 has a wounded leg and isn’t quick enough to collect his daily Meal Ration. Agree to do it for him, then 

zip toward Sonya at point 2 as quickly as humanly possible—she'll run out of rations after only a second or two (if you fail, 
enter a tent and exit it again to reset this quest). Deliver the Meal Ration to the wounded man, and he'll thank you with a Spiky Seed. 


When you visit the Pipot in the Medical Tent, it will beg you for that Spiky Seed. Hand it over, and you'll get a Prickly Seed in return, 
which is highly coveted by the Pipot in Saman. Thus begins the Pipot trading quest, which you'll be able to pursue more fully in disc 4. 




If you haven't missed any Seeds up to this 
point, you should find the 80th one here in the 
Refugee Camp. That's the magic number that 
will get you a Gigantes Brooch with the HP 
Max Boost 3 skill. 



Deliver a Message fora Refugee 


The man at point 3 just wants to let his mom in Low Town know that he's okay. You can't yet select Gohtza from the world 
map, but you can start at the Frozen Tracks and hoof it back to Low Town if you want (or you can wait until disc 4, when it 
will be easier to reach). You'll find Mom waiting outside of the shop counter in the northeast corner of Low Town. Give her the Letter 
to Mom, and she'll hand over a Black Belt, which has a skill that will boost your counterattack rate. 




The Contract out on Don laploss 


For being in a refugee camp, the Storage Tent is surprisingly well stocked. But it's still not enough for the shopkeeper—he 
wants to put a hit out on Don Laploss, who is interfering with his shipments. Don is the leader of the Gyaplos monsters 
that wander the Frozen Tracks area, and if you want to meet him, you'll have to explore the tracks until you're attacked by a quartet 
of Gyaplos. Kill all the Gyaplos but one, and it will use the Cry ability to summon reinforcements. Continue to kill the new arrivals 
while leaving one Gyaplos alive, and eventually Don Laploss will answer the Cry 
personally. He looks the same as the other Gyaplos, but is a bit tougher, although 
he's nothing your current Jansen-lead party can't handle. Bring the Don Laploss 
Claws back to the Storage Tent, and the shopkeeper will thank you with a Sacred 
Torch (a staff for Cooke) and a Sacred Ring. 





























































A Clue About the Missing Train...? 

When you leave the refugee camp through the north exit, you’ll run into a 
drunk who claims to have spotted the wreckage of Kaim and Sarah s train. 
His information is spotty, but its enough to unlock the Crashed Magic Train Site loca¬ 
tion on your world map. Get to it! 



SHOP DETAILS 


Storage Tent 


ITEM 

PRICE 

Healing Medicine 

40G 

HEALING HERB 

120G 

HEALING Tank 

360G 

Manaherb 

60G 

Mana Capsule 

180G 

Mana bottle 

540G 

Eye drops 

20G 

Anti-Paralysis herb 

20G 

BLAZING RUBY 

45G 

ANGEL’S PLUME 

150G 

Flare Bomb 

100G 

Flara Bomb 

500G 

Aqua Bomb 

100G 

Aqua ra bomb 

500G 

Wind Bomb 

100G 

Winda Bomb 

500G 

Ground bomb 

100G 

Groundabomb 

500G 


WEAPON 
ROUGH EDGE 


ggSjJI 

COUNTER 

POTION BOOSTER 

700G | 

1,800G 

mm 

Lv5 Black-White 
Magic 

2,000G 

ESSS 

LV2 COMPOSITE 
MAGIC 

2,500G 

Egga 

Anti-Blind 

Anti-Paralysis 

Anti-Freeze 

410G 

450G 

2,000G 

ISJIM 

Lv5 Spirit Magic 

2,000G 


MAGMA FRAGMENT 
CRIMSON TREASURE 
COLD WATER STONE 

FLAME 30G 

BLAZE 100G 

Aqua 30 G 

RAINBOW CORAL 

Flux 100 G 

WIND SEAL LEAF 

Wind 30 G 

TORNADO LEAF 

Storm 100 G 

QUALITY IRON SAND 

Earth 30 G 

NUTRITION OF THE 
EARTH 

Tremor 100 G 

BEAST’S HORN 

Beast 35 G 

RAGING BEAST’S EYE 

Dinosaur 100 G 


Jamming 50 G 

Hacker 80G 

Daydream 125 G 

INSECT INNARDS 

Bio 25 G 

SHARP BEAK 

Aim 40 G 

KELO-OlL 

KELO 150G 

HARD SKIN 

PIERCING 20G 

Eastern red Ore 

Spirit 50 G 

poison Oil 

Poison 80 G 


Toxin isoG 


Numbing 75 G 


Seal 100 G 

Seed of Terror 

BLINDING POWDER 

Sandman’s Seal 
living Gypsum 
Magic-Luring Stone 

Fear 80G 

Blinding isoG 

Sleep 25 G 

Stone 250 G 

Osmosis 50 G 

Sticky Tape 

Poison, Anger 20 G 

Gutsy Cloth 

Rage 100 G 

bent Needle 

Pickpocket 300 G 

PUMICE OF DESPAIR 

Shockwave 40 G 

BLOOD SUCKING 
NEEDLE 

Draining 50 G 

WHETSTONE 

Bruiser, Aim, etc. 15 G 

BEAST HIDE RASP 

Crusher 100 G 

BLACK PEARL POWDER 

Daydream 25 G 
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DISC 3 CHAPTER 3-8 


THE BURNING CAVE 



'"AIM AND Sarah's crashed train is right where the refugee-camp drunk said it would be, but there's no 

^SIGN OF THE IMMORTALS. COULD THEY HAVE FALLEN INTO THE VOLCANIC CAVERN BELOW? 



% *' 

Burning Cave-Path of St 


B. Seed 

C. All-Barricadus [spell] 

D. Healing Tank 


Crashed Magic Train Site 


= Geyser 


A. Power Drink 

B. Seed 

C. Cure-All (in geyser) 

D. Seal Cross x4 (in geyser) 

E. Raging Beast's Eye (in geyser) 


































JW** 



Burning Cave- 
Path of Dankness 


Burning Cave- 
Path of Poison Mist 


A. Forcea [spell] 

B. Diamond Spirit Band 

C. Royal Emblem* 
*Tolten required 


A. Seed (in geyser) 

B. 1,000G (in geyser) 

C. Cubic Music Score 6 

D. Seal Cross x3 (in geyser) 

E. 500G (in geyser) 

F. Beat Stone x5 


Burning Cave- 
Path of Strange Rocks 


MMih 


A. Thief’s Key Ring x3 

B. Paraweed Needle x5 (in geyser) 

C. Ailment Break [spell] 
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Burning Cave- 
Underground Lake 


Beast 


| Aerial 


Wind 


Raging Beast’s 
Eye 


Tornado Leaf 


Gale Wing 


Beast King’s 
Claw 


Bent Needle 


Thief’s Charm 


Sticky Tape 
Gutsy Cloth 
Beast’s Horn 
Raging Beast’s 
Eye 


Sharp Beak 


Monster Bird’s 
Plume 


Beast 


Mother 
Nature’s Spirit 


Mist of Darkness 


Blinding 
Powder 
Dark Flame 
Beat Stone 
Paraweed 
Thorn 


The Pit Beneath the Train 


A You’ve found Kaim and Sarah’s train, but no bodies. Did you really think 

it would be that easy? Search the area for the white sparkle of items in the 
snow, and don’t miss the chest with the All-Barricadus spell near the cave mouth. 
Then save and head toward the Burning Cave. The enemies inside are going to be a 
lot tougher than anything you’ve faced recently, so you may want to do a few fights 
to level up, then return to the Refugee Camp for healing and supplies. 


Healing Tank 


Spent Magic 
Engine 


Eastern Red 
Ore 


Ceremonial 

Crystal 


Magic-Sealing 

Feather 


| Aerial 


Monster Bird’s 
Plume 


Phoenix Tail 


Sharp Beak 


Monster Bird’s 
Plume 


ENEMIES 


Guana 


Killer Bird 


STEALS: 


STEALS: 


DROPS: 


DROPS: 


Big Guana 


Ground Sphere 


| TYPE: 


ELEMENT: 


STEALS: 


DROPS: 


HERACLES 


HP: 

290 

TYPE: 

MAGIC 

ELEMENT: 

EARTH 

— 

— 

STEALS: 

QUALITY IRON 
SAND 


FRONTIER 

SlDERITE 

DROPS: 

BLACK PEARL 
POWDER 


Loud Bell 


Mysterious 

Perfume 


Magic Crystal 





QH9I 

1,170 



Organic 



Hardened 



None 
























































F 


volcanic Traps in the burning Cave 


Its pretty easy to time your movements to run over the geysers when they aren't erupting, but its a little trickier to stick 
your hand in and fish out the items that some of them contain. Note that the scalding water can't harm you as long as the 


[Name of Item] Obtained window is open, so you can always wait out a geyser blast before pressing a button to clear the window. 



fli 


A LITTLE POISON 
NEVER HURT ANYONE 


You'll encounter a patch of toxic gas near point 1, and a 
chest with the Forcea spell right in the middle of it. There's noth¬ 
ing you can do to clear the gas, so heal up, charge in, grab the loot, 
and get out before you die. Don't bother running through it to 
point C—that's a Royal Seal, and Tolten is nowhere to be found. 


F 


TAKE THE STRANGE 
ROCK FORA RIDE 


When you're hopping across the rock at point 3, it'll 
buckle and toss you into the shallow pool of water. Walk around 
the pillar at point C until you find the direction from which you 
can ram it, and then give it a shove to knock the treasure chest 
off its top. 



But don't be so eager to wade into the green when you next 
encounter the gas on the Path of Poison Mist map. On that map, 
you'll find a boulder at point 2 that you can knock off of a ledge, 
blocking the source of the mist. The poison gas will dissipate 
immediately. 




a . 
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r QuicKTipsi 


Suggested party Level 


RECOMMENDED RING 


PLANET RING 
I Creature Ring 


RECOMMENDED SKILLS 


Attack Boost 1 

(POWER BANGLE) 

Anti-Freeze 
(Warm Vest) 

Absorb Magic 
(TALISMAN) 

Concentrate (Cooke) 

Stand Ready 
(Knight's Code) 

Water Resistance Up 
(Water Charm) 

Spirit Magic Lvs+ 
(various Spirit Bands) 

Mimint ear (Lucky o 
Magic damage) 


Stats 


HP: 

10,360 

TYPE: 

ORGANIC 

ELEMENT: 

WATER 

— 

— 

STEALS: 

— 


— 

DROPS: 

— 


— 


— 


— 


T his battle is all about Mack; your other characters need only support him 

WITH BUFF SPELLS. GIVE MACK THE POWER BANGLE TO BOOST HIS ATTACK STRENGTH, AND 

have Ming take over his Spirit Magic duties while also helping Cooke cast high- 
level White Magic. This boss will attack with the Freeze ailment and All-Aqljara 
spells, so Anti-Freeze and water Resistance Up are invaluable. 


[Boss Tactic sj 

T he ice Magic beast is protected 

BY A PERMANENT REFLECT SPELL, 

SO ANY ATTEMPT TO CAST SPELLS AT 
IT WILL BACKFIRE HORRIBLY. THAT 
LEAVES YOUR PARTY WITH ONLY ONE 
VIABLE PATH TO VICTORY: PUMPING 
MACK WITH POWERUS SPELLS AND 
HAVING HIM USE COMBO REPEATEDLY. 
IF YOU CAN KEEP MACK PROTECTED, 
THIS SHOULD TAKE ONLY 10 TURNS 
OR SO, AND YOU CAN ALWAYS SPEED 
IT UP BY CHUCKING A FEW BOMBS THE 
BOSS'S WAY. 


Since your spellcasters are useless on offense, busy them with 

BUILDING AN IMPREGNABLE DEFENSE OF ALL-SHIELDUS, ALL-BARRICADUS, 
AND COVERA SPELLS, AND IMMEDIATELY HEALING ANY WOUNDS THE PARTY 
SUFFERS. IN PARTICULAR, WATCH OUT FOR THE BOSS'S ONE-TWO PUNCH OF 
CHILLING A ROW OF CHARACTERS AND THEN FREEZING THEM SOLID ON THE 
NEXT TURN. (PUTTING MACK ALONE IN THE FRONT SHOULD ENSURE THAT 
HE IS NEVER TARGETED.) YOU CAN DEFROST THE FROZEN WITH BLAZING 
RUBIES AND CURE-ALL SPELLS, OR JUST WAIT IT OUT—FROZEN CHARACTERS 
USUALLY THAW WITHIN TWO TURNS. 


K 

. *: 


























THE WINDSWEPT SEA 


DISC 4 | CHAPTER 4-1 

■ 


S ED’S NAUTILUS CAN REACH BOTH COASTAL AREAS YOUVE VISITED IN THE PAST AND UNEXPLORED REGIONS LOCATED 
ON THE ISLANDS OF THE WINDSWEPT SEA. BEFORE YOU ATTEMPT THE CHALLENGING DUNGEONS AHEAD, IT S A GOOD 
IDEA TO REVISIT OLD CITIES LIKE UHRAAND GOHTZA, WHERE MANY LUCRATIVE SIDE QUESTS AWAIT. 


Treasure Hunting with the nautilus 


m | 

When you dive underwater with the Nautilus, you'll discover places where bubbles rise from the ocean floor. Get close to 
the bubbles and examine them with the A button to dredge up a piece of sunken treasure. All of these treasures are right 
along the coast, so if you circle the map underwater you'll find all of the ones that you can reach without crossing any currents. The 
best treasure of all is the easiest one to find; warp to the Western Shore of Uhra, hit the B button to submerge, and you'll be looking 
right at a Slot Seed . 



Searching for underwater Caverns 

Treasure isn't the only thing you'll find beneath the 
surface of the sea. You can also find underwater paths 
that lead to new areas, typically where you see unusually long 
inlets on your map. To reach the island lake that Ming asked about, 
head southeast from the Burning Cave, dive beneath the waves, 
and look for a suspicious hole in the inlet of the southeast island. 
Resurface in that island's lake, and park the Nautilus to unlock the 
Great Ancient Ruins area. This area will be covered in Chapter 4-2. 


RAIDING THE TERRACE CAVE 

Another new area is on the large island southwest of 
the main continent. Submerge the Nautilus and search 
for another hole along its southern coast. That leads straight to 
the Terrace Cave, an area where you'll face foes that are chal¬ 
lenging, but beatable at your current party level. The loot here 
includes Cubic Music Score 7 and a bunch of ring components. 
See the "Optional Areas and Missions" section of this book for 
more details. 
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Side Quests: City of Uhra 


Castle of Uhra- 
Station Square 




A. Seed 

B. Adamantine Ore x3 


A. Aquaus Bomb 

B. Seed 


Castle of Uhra- 

OUTSIDE OF THE 

Front Gate 


Castle of Uhra- 
Inside of the Castle 


Castle of Uhra 
Amphitheater 
of the Sky I 


A. The final Royal Seal* 

*Can be opened only after all 
other seals have been opened 


lTO Castle of Uhra- 
ImbOutside of the 
« i Main Gate 


f VI ' B. ’ ^ 
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King Gongoras Secret 

Tolten is no longer a wanted man, so there’s no 
need to avoid the Uhran guards. In fact, the 
guards at the Great Gate are nothing but helpful—one 
has a treasure-hunting tip that points to the Demon King 
Staff and the Demon King Ring hidden in the Experimen¬ 
tal Lab beneath Gongora’s Mansion. 



F Deliver the Soldier's Letter 

Another Great Gate soldier will ask you to 
deliver a letter to Uhra’s new Castle Station. 

You can reach it via the monorail or by hopping a cab, and 
you’ll find the letter’s recipient at point 1. Your reward 
for this simple errand is the stunning Freedom Armband, 
which will teach your immortals the fantastic Slot +5 skill. 



I 1 ■■ Jl 11 ■■■■ 1 ,lM 1 .. 1111,1 ■ 111 'i 


W ith Gongora out of town, you’re free to raid 

HIS OFFICE FORA HANDFUL OF MINOR TREASURES. 
YOU CAN ALSO PAY A VISIT TO GONGORA S SECRET CAVE, 

AN OPTIONAL AREA THAT YOU CAN REACH BY OPENING 
THE ROYAL SEAL IN THE MANSION’S YARD. THE ENEMIES 
DOWN THERE AREN’T TOO DIFFICULT, WITH ONE BIG 
CAVEAT: VIRTUALLY EVERYONE IN YOUR PARTY WILL NEED 
THE ANTI-PETRIFY SKILL TO SURVIVE. IN ADDITION TO 
WHAT YOU FIND ON THE TREASURE HUNT, YOU’LL FIND THE 
MAGICAL LOCK KEY AND THE BACKYARD WEEKLY, WHICH 
OPEN SEVERAL NEW BATTLES IN THE BACKYARD, AND A 
MAGIC CAPSULE NEEDED FORA QUEST IN THE GRAND STAFF 

Construction base (so visit there first), you’ll also 

BE ABLE TO WITNESS A MAJOR STORYLINE EVENT. SEE THE 

“Optional Areas and Missions’’ section of this book 


FOR FULL DETAILS. 




find the Missing Man 


Head east from Castle Station Square to the castle ruins, 
where you’ll find a man at point 2 of the Outside of the Front 
Gate map. Accept his Missing Persons Poster, and show it to the man at 
point 3 in Castle Station. He knows the missing man, and can tell you 
exactly where to find him. Bring that information to the man who gave 
you the poster, and he’ll give you nine Nightmare Seals. 



































Hidden Treasure 
in Central 
Station Square 


Take the monorail or a cab to good oT Cen¬ 
tral Station, where one of the locals will give 
you a treasure-hunting tip. Following up on 
it is a snap: just head out to Central Station 
Square and search near the statue to turn up 
the Gaia Breaker sword and the Gaia Ring. 


IT 


Catch Up with 
Cubic Musician Lito 


Lito has set up shop in Central 
Station Square, allowing you to play 
all of the Cubic Music Scores youVe 
collected since you last met. Check the 
"Optional Areas and Missions” section 
of this book for a list of their locations 
and rewards. 


1 A dream 
(5 and a Gift 


Walk down Uhra’s Main 
Street, and youTl see something that 
will trigger the “ Beyond the Wall” dream. 
The dream contains the “ Sarah's Gift” 
treasure-hunting tip, but your Magic- 
Powered Locator isn’t high-level enough 
to pursue it yet. 












A CAMEO FROM COUNCILMAN OHZEN 

Gongora disbanded the council, but Councilman Ohzen 
is still hanging around. YouTl find him near his fancy car¬ 
riage in the Residential District, where heTl provide four Necrosis 
Molds to aid you in your quest. 


of jecrtC II’. DblaJpc-d. 
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■ 
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Speak to Virno a second time for the "Sunken in the Sea of Baus" treasure tip , which 
you won't be able to pursue until your Magic-Powered Locator is upgraded to level 3 at 
the optional Pirate Fortress area. 


F 


SEWER JUNK AND TRASH CAN TREASURES 


Just south of the boy who triggered 
the dream, a man will give you the 
“Sewer Junk” treasure-hunting clue. Before you 
set off to the sewers, head into Virno s Tavern 
and get the “ Trash Can Treasure” tip from 
Virno. YouTl find the latter treasure behind the 
inn (four Byproduct X components, which will 
allow you to make a Contagion Ring) and you 
can pick up the Sewer Junk treasure (a Scroll 
of Secret Skills accessory) by dropping into the 
nearby manhole and searching in the nearest of 
the now-drained sewer pools. 


rT." 
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Side Quests: Grand Staff 
Construction Base 



r MQRE Magic Engines to Fix 

The crew of the Grand Staff Construction Base is 
suffering some serious mechanical failures, but its 
nothing that Sed can't fix with ease. The grateful engineers 
will reward you with si x Living Brass components that you can 
use to make a Fury Ring. 




Swipe Gongoras Magic Capsules 


One of the unscrupulous researchers in the Build¬ 
ing Material Warehouse wants you to swipe a set of 
Magic Capsules from Gongora's Mansion in Uhra. If you sign 
on for this quest, you'll find one in the Hallway, one in the 
Research Lab, and one in the Experimental Lab in the secret 
cave under the mansion. When you find all three, give them 
to the researcher in exchange for six Ceremonial Crystals. 
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HELP THE MAGIC ENERGY RESEARCHER 


A researcher in the Temporary Laboratory needs your help with his magic-energy research. He'll give you four Magic 
Gauges and ask you to set them up in four specific locations. When you've set all four and you return to him, he'll reward 


you with eight Magic Staff Fragments. 



The Ice Canyon one is even easier—set it right at the south entrance. 


YouTl need to 
set one gauge at 
the very peak of 
Ipsilon Mountain , 
at the Grand Staff 
overlook. 
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Side Quests: City of Gohtza 




The New Entrance to low Town 

Middle Town and High Town are long gone, but Low 
Town remains a lively place. To reach it from the Ele¬ 
vated Entrance, climb down the ladder to the side. Talk to a man 
at the bottom to learn the “Cave Treasure” tip, which will lead 
you to 12 Master Thief Tools in the optional Terrace Cave area. 




Get kaim Dreaming Again 

You can unlock “The Ranking of Lives” dream—Kaim s 
first dream in a very long time—by walking along the 


western wall in Low Town. 



A Memento of Khent 


The Khent citizen in the southeast corner of Low Town wants a memento from the tragedy at the Highlands ofWohl, but 
the path to the Highlands is closed for good. Fortunately, one of the guards at Uhra’s Great Gate can point you in the right 
direction—all the junk from the battlefield has been sold to Barkus. Pick up the broken Khent sword at the weapon shop s counter, 
and Barkus will let you have it for free. Bring it to the Khent soldier, who will thank you with a Happy Flower accessory. 






















































Raihel's General Store 
_» (Right Counter) 


weapon _ 

Full blade 


ROUGH EDGE _ 

LORD SPIRE _ 

EtherTorch 


holy Scepter 
ChakraArm 
WRATH MINDER 

ACCESSORIES 




Accessory 

Enhancement 

PRICE 

Novice Earrings 

Lvi Black-White 
Magic 

300G 

Apprentice Earrings 

LV2 Black-White 
Magic 

500G 

Adept Earrings 

LV3 Black-White 
Magic 

750G 

Sorcerer Earrings 

LV4 Black-White 
Magic 

1.200G 

Earrings of wisdom 

LV5 Black-White 
Magic 

2,000G 

Wisdom Earrings 

LV6 Black-White 
Magic 

3,600G 

Magic Trial record 

LV2 Composite 
Magic 

2,500G 

Antidote brooch 

Anti-Poison 

280G 

LIGHT LENS 

Anti-Blind 

410G 

KELOLON EARRINGS 

Anti-Kelolon 

550G 

Alarm Clock 

Anti-Sleep 

480G 

Curse blocker 

Anti-Curse 

1,200G 

LION HEART 

Anti-Terror 

1,000G 

STABILIZER 

Anti-Dizzy 

520G 

SEAL BLOCKER 

Anti-Seal 

1,000G 

YELLOW BAND 

Anti-Paralysis 

450G 

WARM VEST 

Anti-Freeze 

2.000G 

MEDUSA’S HEAD 

Anti-Petrify 

1.500G 

WHITE FLAME CANDLE 

Anti-Darkness 

3,500G 

Eastern Spirit band 

Lvi Spirit Magic 

300G 

bronze Spirit band 

LV2 SPIRIT MAGIC 

500G 

Red-Copper Spirit 
BAND 

LV3 SPIRIT MAGIC 

750G 

Gold Spirit band 

LV4 SPIRIT MAGIC 

1,200G 

Obsidian Spirit band 

LV5 SPIRIT MAGIC 

2,000G 

Diamond Spirit band 

LV6 SPIRIT MAGIC 

3,600G 


COMPONENTS 

Component 
Magma fragment 


USED IN RING PRICE 


CRIMSON TREASURE 

BLAZE 

100G 

COLD WATER STONE 

AQJJA 

30G 

RAINBOW CORAL 

Flux 

100G 

WIND SEAL LEAF 

Wind 

30G 

TORNADO LEAF 

Storm 

100G 

QUALITY IRON SAND 

Earth 

30G 

NUTRITION OF THE EARTH 

Tremor 

100G 

BEAST’S HORN 

Beast 

35G 

RAGING BEAST’S EYE 

Dinosaur 

100G 

JUNK PARTS 

Jamming 

50G 

PENDULUM 

Hacker 

80G 

MYSTERIOUS PERFUME 

Daydream 

125G 

Magic Crystal 

Alchemist 

150G 

INSECT INNARDS 

Bio 

25G 

BUG’S STOMACH 

Creature 

125G 

SHARP BEAK 

Aim 

40 G 

MONSTER BIRD’S PLUME 

Hunter 

150G 

KELO-OIL 

Kelo 

150G 

KELO-HELMET 

Super Kelo 

300G 

HARD SKIN 

Piercing 

20G 


CONTINUED 


Component _ 

Eastern red Ore 
Ceremonial Crystal 
poison Oi _ 

POISONOUS RED 

Snake _ 

PARAWEED THORN 

Magic-Sealing 

Feather _ 

Seed of Terror _ 

BLINDING POWDER 

Sandman’s Seal 

l ying Gypsum _ 

Magic-Luring Stone 

Sticky Tape _ 

Gutsy Cloth _ 

bent Needle _ 

Thief’s Charm _ 

PUMICE OF DESPAIR 
INCENSE OF DISTRUST 

Blood Sucking 

Needle _ 

Life Stealing Tooth 

WHETSTONE _ 

BEAST HIDE RASP 
BLACK PEARL POWDER 
LOUD BELL 


IMjBBB 


Spirit 

50G 

Enchanted 

550G | i 

Poison 

80G 

Toxin 

150G • 

Numbing 

75G | 

Seal 

iOOG ; 

Fear 

80G 

Blinding 

l.soG J 

Sleep 

25G 

Stone 

250G j < 

Osmosis 

50 G : 

Poison, Anger 

20 G : 

Rage 

100G ; 

Pickpocket 

300 G | ; 

Snatcher 

500G 

Shockwave 

40G j 

Destruction 

hog : ; 

Draining 

50G | j 

Devour 

75G ; 

Bruiser, Aim, etc. 

15 G j ; 

Crusher 

ioog | ; 

Daydream 

2SG | 

Forgetting 

500G 

- - f 1 


Raihel’s General Store 
(Left Counter) 


ITEMS 

ITEM 

PRICE 

Healing Medicine 

40 G 

HEALING HERB 

120G 

HEALING TANK 

360G 

Mana Herb 

60G 

Mana Capsule 

180G 

Mana bottle 

540G 

Antidote 

15G 

Eye drops 

20G 

KELO-VITAMIN 

30G 

Smelling Salts 

35G 

Anti-Paralysis herb 

20G 

brave Fruit 

40 G 

Seal Clear 

40G 

Stone beast’s 

Thorn 

50G 

Mint powder 

25G 

BLAZING RUBY 

45G 

WHITE FLAME ROCK 

50G 

BIND HEALER 

45G 

ANGEL’S PLUME 

150G 

Flare Bomb 

100G 

Flara Bomb 

500G 

Aqua Bomb 

100G 

Aqua ra bomb 

500G 

Wind Bomb 

100G 

Winda Bomb 

500G 

Ground bomb 

100G 

Grounda Bomb 

500G 


Spell _ 

Ground Mine 


F 


The Shops 
are Open— 

Even for you! 

The merchants of Gohtza can’t afford 
to be selective any longer, and will now 
happily sell you their wares. There isn’t 
much new to buy, but if you pick through 
the lengthy lists you’ll find the new 
White Flame Candle accessory and the 
missing Black Magic Ground Mine spell. 
There are also several new ring compo¬ 
nents for sale, but not quite enough to 
fill any of the ringmaker’s new recipes 
for Level-3 (!) rings. 



F 


FIGHT FOR 
PRIZES IN THE 
BACKYARD 

If you’re up for a serious challenge (with 
some excellent rewards), you can now 
enroll in the Backyard battling league, 
set in the lowest floor of Low Town’s 
Abandoned Apartment. To get a feel for 
what the Backyard is all about, beat the 
trio of Kelolon in the first easy battle, 
and you’ll win the book Backyard for 
Beginners . That’s the two-star prize, but 
there’s also a three-star prize awarded 
in each battle when a secret condition is 
satisfied. Take Backyard for Beginners to 
one of the nearby spectators, and he’ll 
give you hints about what those condi¬ 
tions are. 

Challenge the Kelolon trio 
again, and this time defend 
until they’ve had a chance 
to use their Combination 
Attack at least three times. If 
you can survive that and still 
win the battle, you’ll earn the 
three-star prize, a Slot Seed . 

See the "Optional Areas and 
Missions” section of this book 
for strategies on every battle 
available at the Backyard. 
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Side Quests: Refugee Camp 




Six More Magic Engines to Fix 


Sed's engineering skills will come in handy yet again, when he's asked to fix the six magic engines that are lighting the 
camp. You'll find one just to the north of the man who hired you, partially hidden behind a tent. Two others are in the 
hot-springs area, and the remaining three are along the west wall. Report back when you're finished, and you'll receive five Death 
Powders, which can combine to form a Slayer Ring. 



CHARACTERS 


APPENDICES 


GAME BASICS 


Finally, enter the Medical Tent and 
speak to the child on the bed to unlock 
"Signpost." You'll also receive the treasure 
hunting tip "The General's Memento." 


The first dream event, "The Village 
Closest to Heaven," will trigger 
when you approach the medical tent. 


Kaim will recall the second dream, Stones 
of Heaven," when he sits down at the fire pit 




THREE NEW THOUSAND-YEAR DREAMS 


/-* Now that Kaim is in your party, you can unlock no fewer than 

three dreams in the Refugee Camp. They need to be unlocked 
in order, and if you can't get the second or third dreams, exit to the 
world map then return and try again. 
















































Side Quests: Other Lands 




i 


Claiming Tolten's Royal Legacy—Part One 


You can now return to most of the areas where youVe seen Royal Seals and have Tolten unlock them, revealing some of the 
finest equipment in the game. Note, however, that until your immortals learn Tokens Royal Equipment skill, they won’t be 


able to equip any of the accessories acquired from Royal Seals. 



The Quad-Element Charm at Ice Canyon 
is easy to get. Just take the north entrance to 
Snowy Plateau and climb up the icy path. 


Enter the Black Cave from the north entrance, and head south to the Helltrap map. The Master 
Sword and Master Ring you'll find behind this seal are both amazing. 


You'll have to wade through the poison gas 
in the Burning Cave's Path of Dankness 
map to find this Royal Seal, which holds a 
Royal Emblem. 



F Qne more dream for the Road 

Enter the Ipsilon Mountains from the north to trigger 
the “A Chorus of Cicadas' dream only a short distance 
into the map. 


FIXING WRECKS IN THE CITY OF SAMAN 


0 , 

Sed can finally fix that broken jukebox in Samans 

tavern, earning your party an Ice Water Amulet and the 
ability to hear that Sheena Easton song whenever you like. Sed 
can also fix a broken vehicle on the towns main street, and earn 
five Adamantine Ores for his efforts. 
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DISC 4 | CHAPTER 4-2 


1 HE GREAT ANCIENT RUINS 


T he Great Ancient Ruins is the first of a pair of spectacular structures built by the mysterious and 

LONG-VANISHED EASTERN TRIBES. THE RUINS ARE SAID TO STILL CONTAIN SOME OF THE MAGIC ENERGY STONES THAT 
ONCE POWERED THE TRIBES' MANY TECHNOLOGICAL MARVELS. 



Astral Square 




Organic 


Earth 


Poison Oil 


Poisonous 

Bones 


Toxin Butterfly 
Scales 


Necrosis Mold 


Poisonous Red 
Snake 


Byproduct X 


Magic 


Wind 


Gale Wing 


Round Spirit 
Stone 


Fujin Drum 
Round Spirit 
Stone 

Adamantine 

Ore 

Living Brass 


STEALS: 


DROPS: 


DROPS: 


rREASURES-LEGACY_OF_THE EaSTERN_TrIBES 


STEALS: 


DROPS: 


A. Magic Staff Fragment x4 (on the first floating island) 
b. Tablet fragment (on the center island, accessible from the 

PLATFORM TO THE NORTHEAST) 


ENEMIES 


GAIATOAD 


920 

NONE 

FIRE 


Wind Sphere 


Bent Needle 
Jet Black Cloth 
Purgatory Ore 
Thief’s Charm 
Brass Key 


Trooky 


STEALS: 


F The Legacy of the Eastern Tribes _ 

At the temple’s entrance you’ll find magical platforms that can ferry your 
party over a seemingly bottomless moat. Once you get across, double back 
using different platforms to reach the chest with the Tablet Fragment in the center 
of the moat. Then enter the ruins' Astral Square, the first of the two large towers that 
dominate the structure. 
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BONUS FEATS 


APPENDICES 











































None 


Wind 


Sun Crystal 


Thief’s Key Ring 


Beast King’s 
Claw 


Invisibility 

Potion 


Purgatory Ore 


Mother Na¬ 
ture’s Spirit 


Raging Beast’s 
Eye 


Thief’s Key Ring 


Unicorn’s Horn 


Master Thief 
Tool 


Adamantine 

Ore 


Ceremonial 

Crystal 


Beast 


Spirit Magic 


None 


Waterfall 

Cluster 


Frontier Sid- 

ERITE 


MAGIC POWER 
DEVICE 


MOTHER NA¬ 
TURE’S SPIRIT 


Loud Bell 


Roaring Iron 
Claw 


Round Spirit 
Stone 


Spirit Magic 


None 


Magic Staff 
Fragment 


Ultra Paralysis 
Fluid 


Glacial Ice 


Magic Staff 
Fragment 


PARAWEED 

Needle 


Paralyzing 

Thorn 


Spirit Magic 


None 


Guardian Ore 


Iron Ball of 
Ruin 


Glacial Ice 


Beast Hide Rasp 


Beat Stone 


Iron Ball of 
Ruin 


TYPE: 


STEALS: 


STEALS: 


DROPS: 


DROPS: 


TYPE: 


ELEMENT: 


STEALS: 


DROPS: 


Treasures-Astral Square 


F Divide to Conquer 
the Astral Square 

From the entrance, walk past the 
first magic platform and you'll discover 
one of Token's Royal Seals at the dead 
end beyond. It contains a Golden 
Gauntlet accessory that can be 
equipped only by immortals with 
the Royal Equipment skill. 


ENEMIES 


Money 


WATER BEAST 


2,990 

■ Beast 


v 

tji I 


EASTERN 

* - Warrior 


Return to the platform, which | J ' -A*.'% Jf * claw KING 

seems to require a switch to I £ HHRfi49P;! j^dSHf'C! glacial ice 

^ ETyr 1 M raging bea 

operate. That’s no problem, | unicorns. 

but when you get to the next adamantin 

platform, the switch will be too 

far away to activate. Your party will 

have no choice but to split up, with Kaim's 

party of Mack, Cooke, and Sarah taking the platform while Seth's party of Tolten, 
Sed, Ming, and Jansen stays behind to throw the switch. 


The Flame and Water Beasts are very resilient to both physical and magical damage 
Search your inventory for rings that combine both Lv2 Element- and Type-related 
damage boosts so your attackers can start doing respectable damage. 


STEALS 


DROPS 


A. GOLDEN GAUNTLET (ROYAL SEAL) 


B. MAGICAL LOCK KEY (ASTRAL SQUARE UPPER LEVEL—KAIMS PARTY) 


C. Magic Analysis book (Astral Square lower level—kaims party) 


D. IRON BALL OF RUIN X4 (ASTRAL SQUARE LOWER LEVEL—SETH S PARTY) 


E. RESET SPELL (ASTRAL SQUARE CENTER LEVEL—SETH S PARTY) 
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The path of kaim's party 


rr 

J The first thing Kaim’s party will discover is an offline platform that Kaim can kick down to Seth. Don’t switch back yet— 

that platform’s going down, not up. Grab the Magical Lock Key (which unlocks new areas of the Backyard) before heading 
off in search of the next platform. That one will take you to a new area of the middle level, and there youTl find a platform that takes 
you all the way to the bottom. Go to the end of the lowest floor and search in the corner behind the ruined column for a hard-to-see 
chest that contains the Magic Analysis Book and its long-awaited Lv3 Composite Magic skill. There are no further platforms here, so 
switch over to Seth—she can help you out. 



The path of Seth's party 


nr 

i Seths path will take her to a lower level, and then back up again. Make sure 
to search all the dead ends for treasure, or youTl miss a rare Spirit Magic spell 
along the wall. Eventually youTl come to a ledge where there’s a red seal on the ground. 
Continue past that to the east, where you’ll find a platform that you can kick down to 
Kaim. Return to the red seal, then switch to Kaim and have him ride the platform up to 
join you. Your re-formed party will then activate a platform to the Hanging Corridor. 


F HANGING OUT IN THE HANGING CORRIDOR _ 

You’ll find a healing spot and a save spot at the Hanging Corridor, as well 
as one of the places to set a Magic Gauge (for those who have been pursuing 
that side quest, discussed in Chapter 4-1’s “Grand Staff Construction Base” section). 
The chest here contains a magic stone that isn’t big enough to enhance the Nautilus, 
but is just the right size to upgrade your Magic-Powered Locator to Level 2. 




0 Split Up Again at Lunar Square 

Your party enters the Lunar Square tower on its 
seventh floor, and must find a way down to the ground 
level. When your party splits into two again, send both groups 
to the right, where you’ll find a platform that is separated from 
its activation switch. You can send whomever you like on the 
platform, but for the purposes of this walkthrough, we’ll assume 
you sent Kaim while Seth pulled the switch. 

After grabbing the Dragon Scales from the nearby room, have 
Kaim climb up the stairs to the west (if you ride any platforms 
at this point, you’ll be in for a long dead end). At the top floor of 
Lunar Square, you’ll find a platform you can kick down to Seth. 


Lunar Square 













































The path of 
Seth s party 


Have Seth go to the opposite end 
of the seventh floor, where she'll find the 
platform Kaim kicked down for her. Take it 
to the sixth floor, where you'll find a glow¬ 
ing obelisk. Drag it onto the platform with 
you, and its weight will sink you to the fifth 
floor. Cross the bridge to the east, where 
you'll find a chest that contains a Trooky 
Talisman, which functions similarly to the 
Elmon Crown in the Ice Canyon. In other 
words, you'll want to let a Trooky swipe it 
the next chance you get. 



Drag another obelisk onto a platform to 
the south to sink Seth's party to the fourth 
floor. When you arrive, drag that same obe¬ 
lisk to the south to sink a platform to the 
third floor. Move north, where you'll see a 
platform with two obelisks already on it. 
Pull one off, and the remaining obelisk will 
rise to the fourth floor, where Kaim's party 
can put it to good use. 


A. dragon Scales x4 (Chest in 7F room—kaim's party) 

B. Trooky Talisman (Chest in 5F room—Seth's party) 

C. Tablet Fragment (Chest in southwest corner of 3F—kaim's 

PARTY) 

D. Twin Cross (Chest in southeast corner of IF—Seth's party) 



F the path of 
Kaim's Party 

Kaim will need to proceed down¬ 
ward from the eighth floor to the fourth 
using a series of descending platforms and 
stairways. At the fourth floor he'll find the 
obelisk sent by Seth, which he can drag to a 
platform on the other side of the ledge, low¬ 
ering himself to the third floor. Head to the 
southwest corner, here you'll find a Tablet 
Fragment in a chest, and an obelisk you 
can't drag anywhere. Switch back to Seth. 



F Meeting Up at the Seal _ 

Have Seth take the central stairs down to the first floor, where she'll pass Kaim, 
silently pondering that obelisk in the distance. Head toward the southeast 
corner, where you'll find the Twin Cross accessory in a chest. Then circle around to the 
west, where you'll find the traditional meet-up seal. Drag the obelisk off of the platform to 
send it up to Kaim; Kaim can then push his own obelisk onto the platform to sink down 
to Seth. Share a hearty high-five, and throw open the doors to the Throne of Sun. 
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Quick Tips 


RECOMMENDED RING 


RECOMMENDED SKILLS 


The boss and its keystones are both fairly unusual 

TYPES. IF YOU CAN WHIP UP A GORING RING WITH 
HARDENED KILLER LV3, YOUR PERFECT HITS WILL BE 
DEVASTATING TO THE KEYSTONES. WHEN THEY'RE GONE, 
SWITCH TO RINGS WITH SPIRIT KILLER ENHANCEMENTS 
FOR THE BOSS. 


ANCIENT FIEND 






Goring Ring 
Sorcerer Ring 
Sharp Wind Ring 
Demon King Ring 


_ >1 . .. _ -p. 

IKE THE ICE CANYON BOSS, THE ANCIENT FIEND WILL SCREW WITH YOUR FORMATION, SO BUILD A PARTY OUT OF 
HEARTY CHARACTERS (SORRY, COOKE) AND BEEF UP YOUR MAGES WITH ABILITIES THAT BOOST THEIR DEFENSES AND 
MAX HP. DON'T TRY TO ANTICIPATE THE FORMATION SHUFFLES OR ATTEMPT TO FIX THEM—THE BOSS MIGHT SHUFFLE 
YOU RIGHT BACK TO WHERE YOU WANTED TO BE ON ITS NEXT TURN. ONCE A CHARACTER IS STRUCK BY THE ANCIENT 
FIEND'S BIND HIT ATTACK, THE VICTIM WILL CATCH FORMATION PARALYSIS AND WILL BE IMMUNE TO THE SHUFFLE 
EFFECTS. YOU COULD TRY TO PREVENT THIS WITH THE FREEFORM SKILL, BUT THERE REALLY ISN'T ANY POINT TO IT. 


/ £ 


Angel Feather 


15,880 

Spirit Magic 
None 


EE3 


20 


Stats 


Ancient fiend 


HP: 

TYPE: 

ELEMENT: 

STEALS: 

DROPS: 


KEYSTONE 


HP: 

6,690 

TYPE: 

HARDENED 

ELEMENT: 

NONE 

— 

— 

STEALS: 

— 



DROPS: 

A\c,n ring* 


— 


_ 


— 


*KeystoneA Only 


CONTINUED 
















































CONTINUED 




he Ancient Fiend can counter physical strikes and reflect spells back at their casters, making any 

ATTACK AGAINST IT PERILOUS. FORTUNATELY, BOTH THOSE ABILITIES ARE FUELED BY ITS COMPANION KEYSTONES, 
AND WILL BE DEACTIVATED WHEN YOU DESTROY THEM. UNTIL THEN, KEEP YOUR ATTACKS FOCUSED ON ONLY THE 
KEYSTONES—USE STANDARD ATTACKS FUELED BY HARDENED KILLER-ENHANCED RINGS, COMBO ATTACKS, ORFORCEA 
SPELLS TO BLAST THEM ONE BY ONE. THE BOSS WILL ATTEMPT TO LOWER EVERYONE'S STATS WITH THE FALL SPELL, BUT 
IF YOU START THE FIGHT BY CASTING ALL-SHIELDUS, ALL-BARRICADUS, AND POWERUS SPELLS ON YOUR FIGHTERS, YOU 
CAN MORE THAN COUNTERACT FALLS EFFECTS. 








P&iM .-1 

\ I ft ; 



% tssfA 


T 




Casting the Composite Magic All- Generata spell instead of 
Zephyra will provide both immediate healing and an effortless way 
to recover the health lost to the fiend's subsequent Shadowus spells. 


r 



NONE 


Sorcerer’s 

Bracelet 


The Wrath ofjhe.Irqqky Queen 


A fter beating the Ancient Fiend, your party will be sent straight back to the Nautilus. That's a shame, 

BECAUSE THERE'S STILL MORE TO DO IN THE RUINS—AND NOW YOU'LL NEED TO WALK ALL THE WAY BACK THROUGH 
THEM. AT LEAST YOU WON'T HAVE TO SPLIT UP YOUR PARTY THIS TIME. 


LET A TROOKY SWIPE THE TROOKY TALISMAN, THEN HEAD TO THE 
GROUND FLOOR OF LUNAR SQUARE TO CONFRONT THEIR QUEEN. DEFEAT 
HER IN COMBAT TO RECLAIM ALL THAT THE TROOKY HAS STOLEN, AS WELL 
AS THE TROOKY QUEEN'S OWN SORCERER'S BRACELET (WHICH CONTAINS 

MP MAX UP 3). The queen is fairly easy to beat, so long as you have 

ENOUGH HEALTH TO WEATHER HER ENHANCED ITEM BLAST ATTACKS AND 
HER MANY STATUS-AILMENT-INFLICTING SPELLS. 


i 


Continue on to the Throne of 
Sun, where you can put your 

ENHANCED MAGIC-POWERED 
LOCATOR TO GOOD USE BY 
PURSUING THE “ART PIECE FROM THE 
RUIN" TREASURE-HUNTING TIP YOU 
WERE GIVEN IN THE CITY OF SAMAN. 
It'S QUITE A HAUL: YOU'LL FIND 
BOTH A LUCENT DRAGON DISCUS 
AND LUCENT DRAGON RING. 


C ENEMY 


TROOKY QUEEN 
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DISC 4 I CHAPTER 4-3 


N UMAR A AND THE U'HITj 


BOA 


T he newly upgraded Nautilus can survive the hypercurrents, allowing kaim’s party to punch through 

TO NUMARA’S BAY YOU CAN SCOUR THE OCEAN FLOOR BETWEEN THE HYPERCURRENTS FOR MORE SUNKEN TREASURE, 
BUT BE CAREFUL—YOU’LL BE IN FORA NASTY SURPRISE WHEN YOU APPROACH THE BAY. 



Numara Bay 






The battle of Numara’s bay 


Ming hasn't kept up her end of the bargain, so Gongora isn't honoring his—the Arthrosaurus that he sicced on Numara is 
alive again, as are four of his brothers. Save your game in the open sea before you approach the bay, because you won't be 
able to save during your attempt to fight off the beasts. 


The first Arthrosaurus is a normal boss fight, but after that it becomes a sort of minigame where you have to stop four oncoming 
Arthrosaurus enemies before they reach Numara. They won't stop moving while you're in battle, so each fight will be a frantic one. 
Fortunately, the Arthrosauruses are very susceptible to Sleep spells, so you can put the first pair to sleep while you finish off the sec¬ 
ond pair. They're also very easy to flee from, so you can always end a battle when you need to rush off to fight another Arthrosaurus or 
when you desperately need some healing. 

















































W ITH THE CLOCK TICKING DURING BATTLE, YOU CAN T ALLORD TO LIGHT 

CONSERVATIVELY. SCREW DEFENSIVE SPELLS AND HEALING—EACH TURN SHOULD BE A 
FLURRY OF COMBOS AND WlNDA SPELLS. FOR BEST RESULTS, MAKE A PARTY OF TOLTEN AND 
THE FOUR IMMORTALS; THAT WAY EVERYONE CAN HAVE THE PERSISTENCE SKILL AND ANTI- 

Fire protection, your fighters should use Combo as their main attack, but you'll 

WANT A GOOD ANTI-WIND OR ANTI-BEAST RING FOR THE TURNS WHEN YOU'RE CASTING 

Sleep spells. (Combo will typically go off after the Sleep spell, awakening the 
Arthrosaurus immediately. Regular attacks let you get in a few hits before the 

BEAST NODS OFF.) EVEN IF YOU DON'T PLAN TO FLEE, RINGS WITH THE SLEEP ENHANCEMENT 
ARE USEFUL, AS THEY MAY COST THE ARTHROSAURUS ITS TURN. 




A rthrosauruses are simple creatures, using only standard attacks and fieat breath, which can hit 

EVERY CHARACTER IN A ROW FOR OVER 2,000 POINTS OF DAMAGE. THAT'LL MAKE FOR A VIOLENT BATTLE, BUT NOT 
AN UNWINNABLE ONE—WITH HEAT PROTECTION AND THE PERSISTENCE SKILL, YOU SHOULD BE ABLE TO SURVIVE 
THREE FI EAT BREATHS IN A ROW. IF THINGS GO HORRIBLY WRONG ON ANY ARTHROSAURUS BATTLE (EXCEPT FOR THE 
FIRST), SIMPLY FLEE AND HAVE ONE OF YOUR BENCHED CHARACTERS HEAL THE PARTY. WHATEVER DAMAGE YOU'VE 
DEALT TO THE ARTHROSAURUS WILL REMAIN. 
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The City of Numara 





I 


All is forgiven in 
the City of Numara 


Kaim's party will be welcomed 
back to Numara with open arms, and the 
grateful citizens have plenty of gifts to 
give. You'll receive a particularly warm 
reception in the inn, where the simple act 
of tuning the harp will net you 19 Capes 
of Illusion —the exact number you need to 
upgrade your Baron Thief Ring to a King 
Thief Ring. 



m 


Another Secret- 
Ledger Sting 

You'll notice that Ninn has 
stepped away from the bookcase on his 
Main Street weapon shop (in the back 
room). Grab the crate and pull it forward, 
then examine the item that's sparkling 
in the bookcase. Confront him about it, 
and he'll attempt to buy you off with three 
Purgatory Ores. 



F 


Three Numara Treasure Hunt s _ 

I You'll find the first treasure-hunting clue in the lobby of the inn, and fol¬ 
lowing up on it couldn't be easier—the loot (a Refreshus spell) is right by 
the central fountain. The next treasure-hunting tip is in the Katyla Family House, but 
you won't be able to investigate “What the Cursed Mask Guards” until you reach the 
optional Temple of Enlightenment. Fortunately, the tip in the Sanuman Family House 
(which is accessible only from the Port of Numara entrance) is easier to act upon—it 
points you to a Reversa spell buried in the City of Ruins. 



itJL 



COMPLETE KAIMS DREAM JOURNAL 


If you've been following this book closely, you should be 
three dreams away from completing the “A Thousand Years of 
Dreams" collection and earning the Big Dreamer achievement. You'll 
unlock “Return of the Native " as you head up Main Street toward Canal 
Street, and “Lottery of Life.” as you pass through the Canal Street Market. 
The final dream, “The Queens Loneliness” will be given to you when you 
beat the boss who awaits you in Numara Palace. 









































































Numara Palace 


(lnnaaBtiaa 


M ECH A NIC A L 


System Ring 
Lotus Ring 
Gaia Ring 


Absorb Guard (Tolten) 
Persistence (Tolten) 

Absorb At tack 
(Amulet ) 

Weapon Guard 
(Sword Teachings) 

Defense boost i 
(KNIGHT EARRINGS) 

Crisis Defense 
(Holy Guard) 

HP Max Up 3 
(Gigantes brooch) y 

DOUBLE ITEM (SED) 




Mechanical 


None 


Stats 


SUPPORT HEAVY TANK 


RECOMMENDED RING 


RECOMMENDED SKILLS 


KAKANAS Cannon 


W HEN YOU'RE FACING FOUR ATTACKS PER TURN, IT WON T BE EASY TO SURVIVE UNTIL YOU 
CAN ELIMINATE A TARGET OR TWO AND TURN THE BATTLE AROUND. AN IDEAL PARTY 
WILL HAVE WHITE AND COMPOSITE MAGIC USERS WHO CAN CAST ALL-SHIELDUS AND ALL- 
GENERATA WHILE THREE HEARTY FIGHTERS CONCENTRATE ON DESTROYING KAKANAS'S 

cannon. The tanks' Tank Hits are physical attacks, so your fighters should have 

AS MANY WAYS OF NEGATING THAT DAMAGE AS POSSIBLE—ABSORB ATTACK, WEAPON GUARD, 

and Crisis defense are great choices, and the latter combos very well with 
Tolten's persistence skill. 


STEALS: 


DROPS: 



ip it u "i-am < 



KAKANAS 



5,200 

|TYPE: 

MECHANICAL 


NONE 

— 

— 

STEALS: 

99 CALIBER 

MAGIC RIFLE 


— 

DROPS: 

99 CALIBER 

MAGIC RIFLE 


— 


— 


— 
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CONTINUED 


Boss Tactics, 


T his is basically a repeat of the Magic tank battle you fought at the beginning of disc 2. Focus 

YOUR EARLY ATTACKS ON KAKANAS'S CANNON, WHICH HAS THE MOST DAMAGE-DEALING POTENTIAL, THEN 
CONCENTRATE ON THE BASE OF HIS TANK—IT S STILL MORE POWERFUL THAN THE OTHER TWO. YOU LL BE EATING 
FOUR ATTACKS A TURN UNTIL YOU DESTROY THE CANNON, SO IT S IMPORTANT THAT YOUR MAGES GET ALL-SHIELDUS 
AND ALL-GENERATA IN PLACE BEFORE YOUR GC IS REDUCED TO 0 AND THEIR OWN LIVES ARE ON THE LINE. 

This time kakanas's tank is powered solely by MP stolen from your characters, and WITH 100-PLUS MP 

BEING STOLEN AT A TIME, YOU CAN T COUNT ON YOUR FRONT LINE HAVING ANY MP AT ALL. IT'S DANGEROUS TO EVEN 
USE SKILLS LIKE COMBO, BECAUSE THE ATTACK WILL FAIL IF THE FIGHTER S MP IS SUCKED AWAY BEFORE THE ATTACK 
RESOLVES. UNLESS YOUR FIGHTERS CAN PROTECT THEMSELVES FROM MP LOSS WITH ABSORB GUARD, HAVE THEM STICK 
WITH STANDARD ATTACKS. 
























































Guest Chambers 




wmstmmEm 



A. Loud Bell x5 

B. Seed 

C. Forbidden Explosives x6 

D. Seed 

E. 5,000G 

F. Seed 

G. Aquaus Bomb 

H. Spent Magic Engine x6 


Queen’s Chamber 



A. Fairy’s Cradle x2 

B. Cubic Music Score 8 

C. Seed 


F 


LOOTING 
NUMARA PALACE 

Kaim’s party (minus Ming) now 
has free run of Numara Palace. That means 
you can collect any treasures you missed 
during Disc 2, and open the previously 
locked doors to grab a few new treasures. 
Don’t miss Cubic Music Score 8 in the 
Queens Chamber—you can play that with 
Lito in Numara ’s White Square to earn an 
Elfin Charm. 


RONA’S NEWEST PET 


m 

/-* I If you walk through Main Street on your way to the Port of Numara, you’ll 
* notice Rona and Moo have reappeared. Speak to Rona, and she’ll ask you 

to save a bird that’s trapped under the Palace Facade rubble. It’s actually on top of the 
rubble, making it a snap to earn the reward of si x Ancient Statues. 
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Exit to the world map, then return to the Palace Facade. You'll find Rona has moved 
back to that area, and has taken on a new project. Head into the City of Ruins for her 
and grab a Flower Seed from the flower patch Cooke and Mack used to protect. When 
you bring it back to her, she'll reward you with six Sealing Stones. 


A. Goddess Medicine 

B. Flower of Suspicion 

C. Dark Demon Note x2 


SHOP DETAILS 


Hiss’s Variety Store 


ITEM 

price 

Flare Bomb 

100G 

Flara Bomb 

500G 

flarus Bomb 

1,000G 

Aqija Bomb 

100G 

Aqua r a bomb 

500G 

Aqijaus Bomb 

1,000G 

Wind Bomb 

100G 

winda bomb 

500G 

Windus Bomb 

1,000G 

Ground bomb 

100G 

Groundabomb 

500G 

Groundus bomb 

1,000G 


The Ultra Shop Opens Its Doors 


The other big development in Numara is a new shop that has opened up at 
the end of the path beneath the Canal Street bridge. Its stock is limited, but 
much of it is new. You can finally buy the most-powerful bombs, an upgraded sword 
for Kaim and Seth, and the rare components necessary to transform level-3 rings into 
their Ultra versions. 


WEAPON _ POWER 

PLATINUM BRAND 


Components 


Component used in ring 


Volcano Ring Ultra 
Ocean Ring Ultra 


100G 

100G 


Typhoon Ring Ultra 
Quake Ring Ultra 


100G 

100G 


BEAST KING’S 

CLAW _ 

GENERATOR 
REPLICA STAFF 
GIANT FEELER 

Phoenix Tail 


KELOLON 

HEART _ 

MIGHTY 

Carapace 


Dragon Ring Ultra 


35G 


System Ring Ultra 40G 

Wizard Ring Ultra soG 

Monster Ring Ultra soG 

Monster Ring Ultra 100G 

Master Kelo Ring Ultra 300G 


Goring Ring Ultra 
Sorcerer Ring Ultra 


35G 

30G 




The White Boa 


Pilothouse 


Guest Area & Cabins 














































Have the guards open the gate at the west end of the port, then run up and 
hang a right at the blue crates to reach the Numara Terminal. Grab a Seed from 
the locker to the right of the entrance before you hop aboard. Before you can 
set sail, youTl need to hunt down Ming—youTl find her standing Titanic -style 
at the tip of the main deck. 




















































^ Searching the boa for loot and Gossip _ 

2 | After you take the tutorial and set sail, hit the right bumper to take control of Kaim and meet your crew. The ship’s staff 

includes a Pipot, a ringmaker, and an item merchant in the Pilothouse, as well as a cubic musician in the garden at point 1. 

Two sailors have treasure-hunting tips for you, one in the 
garden at point 2 and one in the engine room at point 3. 
The former sailors tip will lead you to a treasure on the 
White Boas main deck, where youTl find the three Star 
Absorbers that can upgrade your Absorber Ring into an 
Ingestion Ring. 



fr 
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JO 


When you revisit the Queen's Chamber at 
point 4, you can collect Ming's Harp in a 
special event. 






Many Nfw Lands Lif Beyondthe Ice 


T he mighty White Boa can smash right through the thin ice fields that block many of 

THE WORLD S AQUATIC LANDINGS, ALLOWING YOU TO ACCESS SEVERAL NEW AREAS. THE LEVEL OF 
CHALLENGE IN THESE AREAS IS JUST ABOUT RIGHT FORA PARTY IN THE LOW 40S, MAKING THIS A GREAT 
TIME TO PURSUE THE QUESTS IN THOSE AREAS. YOU'LL FIND FULL DESCRIPTIONS OF THE GAME'S HIDDEN 
AREAS AND THE QUESTS YOU CAN PURSUE THERE IN THE “BONUS FEATS" SECTION OF THIS BOOK. 

THE NEW SKILLS AND WEAPONS YOU'LL EARN IN THE OPTIONAL AREAS WILL COME IN EXTREMELY HANDY 
WHEN YOU CHALLENGE GRAND STAFF. ADDITIONALLY, VISITING THE OPTIONAL AREAS ALLOWS YOU TO 
UNLOCK NEW SIDE QUESTS IN OLD AREAS. FOR EXAMPLE, ONCE YOU CLEAR TOLTEN S FINAL ROYAL SEALS IN 

the Crimson Forest and kelolon village, you'll be able to return to uhra castle to challenge 
the Golden knight of uhra forTolten's ultimate weapon, ring, and skill. And once you play 
Cubic Music Score 9, found in the pirate Fortress area, you'll earn the Sunderch Glasses. 

Those will allow you to see the invisible treasure chests scattered throughout areas you've 
visited previously. (You'll find the locations of all invisible chests and royal Seals in the 
“bonus Feats" section as well.) 

if you're eager to charge on to the game's finale, steer the white boa toward the original 
Grand Staff location in the Sea of baus and smash through the ice. Otherwise, we suggest 

YOU PURSUE ALL THE BONUS FEATS EXCEPT FOR THE TEMPLE OF ENLIGHTENMENT FIRST. 
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GAME BASICS 




















































GRAND STAFF 


G rand Staff has returned to its original position on Crater Island in the Sea of Baus. This mysterious 

STRUCTURE IS WHERE YOUR TRUE QUEST BEGAN, AND WHERE ITS FINAL CHAPTER SHALL END. 



Lower Section 



YOUR FINAL MISSION BEGINS AT GRAND STAFF 



MECHANICAL 


EARTH 


Magic Crystal 


Replica Staff 


Magic Staff 
Fragment 


Magic 


Gutsy Cloth 


Blood Cloth 
Crystal 


Living Brass 


Magic 


Water 


Beast Hide Rasp 


Guardian Ore 


I Adamantine 
Ore 


STEALS: 


DROPS: 


ENEMIES 


When youVe completed all the side quests that you care to, punch through 
the ice around Crater Island with the White Boa to infiltrate Grand Staff. 

The game will warn you that you won’t be able to leave, so its a good idea to save on the 
White Boa before you enter. But don’t worry—you will have more chances to pursue 
side quests and visit optional areas before the game concludes. 


SHUT DOWN THE FANS 
SO YOU CAN CROSS THE PIPES 


To ascend Grand Staff, you’ll need to walk across a series of pipes 
set below fans that blast hot steam over their surface. If you try to cross while 
the fans are blowing, you’ll be knocked down a level or two and have to climb 
back up, so you’ll want to turn off the fans by seeking out the computer terminals on 
each floor. 

You’ll disembark from the Nautilus in the Engine Section, near a save spot and 
several ladders. The first ladder (to your left), leads to a dose of Goddess Medicine, 
and the ladder on your right (after crossing the small bridge) leads to the first steam- 
shutdown terminal. Examine it with the A button to activate it. As you proceed 
through the section, you’ll notice another ladder on your right—climb that 
to a catwalk where you’ll find the Black Magic Aquaus spell. The elevator past 
the pipe will take you up to the Second Boiler area, where you can grab an easy 
Slot Seed by climbing the first ladder you see. 
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Mechanical 


Wind 


Pendulum 


Generator 


Power Reactor 


Organic 


Earth 


Spent Magic 
Engine 


Sealing Stone 


Organic 


Wind 


Bug’s Stomach 


Giant Feeler 


Black Monster 
Bug Oil 


Organic 


Wind 


Dark Flame 


Mist of Dark- 
NESS 


Perpetual 

Darkness 


Treasures-Engine Section" 


A. POWER REACTOR X3 (IN TRASH CAN NEAR ENTRANCE) 

B. Goddess Medicine (in trash can on catwalk north of 

ENTRANCE) 

C. AQUAUS [SPELL] (IN CHEST IN NORTHEAST OF FIRST MAP) 


A. Slot Seed (climb first ladder to railing with trash can) 

B. LIVING BRASS X3 (IN TRASH CAN JUST PAST FIRST LADDER) 

C. Roaring iron Clawx4 (in trash can at south end of first map) 

D. AMBROSIA (IN TRASH CAN PAST PIPE) 

E. Shinus [spell] (in central region of Armory) 


liitlM 

3,900 , 


MECHANICAL 

rnrr 

FIRE | 



RUIN MASK 1 


MAGIC POWER 
DEVICE 


Loud Bell 


Roaring Iron 
Claw 


— | 


__ 


F. Sorcerer's discus (in chest past Armory's northern shaft) 
















































F Fight Gongora's Experiments for White Charms 

The Second Boiler elevator will take you to an area known as the Armory, 
where you'll see the first of several mysterious tanks that hold Gongora's 
strange experiments. Whenever you investigate them, you'll end up in a 
battle with Experiment No. 1, a very powerful enemy with over 10,000 
hit points, a high level of magic resistance, and the ability to regen¬ 
erate some of its lost health each turn. Your best hope for victory 
is to have a Spirit Magic user cast Powerus on a front line of 
three fighters while a support mage uses All-Generata to recoup 
the health lost to your foe's Shadowus spells. Once the Powerus 
takes, your fighters should use Break Hit instead of regular at¬ 
tacks for as long as they can afford the MP. 




The only real point to fighting these creatures is the pursuit of White Charms, accessories that contain the Auto HP Recovery skill. 
The White Charm is one of three items they may drop at the end of battle, and the odds of getting it are fairly low. (You can also win 
one in a Backyard battle.) You do not need to battle the Experiment No. Is or investigate their tanks to find hidden treasures to pro¬ 
ceed in the game. 



Cool the Steam jets in the Second boiler 


F , 

The lower section of the Armory ends in a shaft through which you can fall to a new area of the Second Boiler. You'll land 
near the next terminal, which will shut down the second fan. Then jump onto the circular platforms to the left of the termi¬ 
nal and hop across to the pipe. Even with the fans off, the camera angles make crossing the slippery pipe tricky, so you may want to 
hold the B button to slow-walk across it. On the other side, an elevator will take you to the northern region of the Armory, which is 
packed with Experiment No. 1 tanks. Take a horizontal platform south to the central part of the Armory, where you'll find the Shinus 
spell in a chest. Take the platform back, and drop through the shaft to the north end of the Second Boiler's second map, near a chest 
with Mack's Sorcerer's Discus. A horizontal platform will take you back toward the elevator to the Armory. This time skip the shaft 
and take the other Armory elevator up to the First Boiler. 
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F The Groundus Spell Detour _ 

Climb down a ladder across from the elevators, and run along the lower level to an upward-leading ladder that will put you 
near this areas first terminal. That will shut down the vent over the lower pipe, but don't cross it yet—instead descend the 
ladder to the right of the pipe, where you'll find a pair of trash cans containing the Groundus spell and Godly Dragon Tears. Then 
climb back up and continue north to the next pipe. To shut off its fan, you'll need to climb down the ladder to the left of the pipe and 
push a block into the gap in front of the terminal. Use it to shut down the fan, and return to the pair of elevators at the north end of the 
map. Take the one on the right to reach the First Boiler. 




LOOT YOUR WAY 
THROUGH TO THE 
FIRST BOILER 


Run to the end of the U-shaped map, 
where you'll find three trash cans full of 
items. Then head back toward the eleva¬ 
tor and climb up the long ladder to your 
left. Hang a right up top, where you'll find 
more Experiment No. 1 pods, an empty 
elevator shaft, and a ladder that leads to a 
series of catwalks that ends at a shaft and 
another ladder. The shaft will dump you 
back in the Engine Section, so instead 
climb up the ladder to reach a platform 
with three more trash cans and the eleva¬ 
tor to the boss room. 


Treasures-Engine Section (v ia Second Boiler 


A. Groundus spell (in lower pit ol Engine Section) 

B. Godly Dragon Tears (in lower pit of Engine Section) 



Treasure s-First Boiler 


A. Magic Staff Fragment x4 (in trash can at end of first map) 

B. MANA PRIME (IN TRASH CAN AT END OF FIRST MAP) 

C. Sealing Stone x3 (in trash can at end of first map) 

D. Magic-Storing Stone x3 (in trash can near final elevator) 

E. Heal Full (in trash can near final elevator) 


F. POWER DRINK (IN TRASH CAN NEAR FINAL ELEVATOR) 







































None 


None 


STEALS: 


DROPS: 


■ 


ABSORB FIRE 

(Sarah's notebook) 


V 




I. 




Absorb water 
(Blue Dragon Eye) 

Absorb earth 
(Pipot Collar) 

Absorb Wind 
(Aneira's Plume) 

Absorb Magic 
(Talisman) 

Nullify All Elements 
(Quad-Element Amulet) 

Auto barrier 

(ROYAL EMBLEM) 

Ailment Resistance 
(Angel Guard) 

Anti-Sleep 
(Alarm Clock) 

AntdPetrify 
(Medusa's Head) 


B egin your boss prep as soon as you step off the elevator on the Central 
Connector, because you'll get attacked a few steps later, you want all your 

BEST SPELLCASTERS IN THIS BATTLE, BUT YOU NEED TO ENSURE THAT THEY CAN SURVIVE A 
POTENTIALLY BRUTAL FIRST TURN. THAT MEANS PUTTING TWO FIGHTERS UP FRONT TO KEEP 

up your Guard Condition and giving your characters every last bit of elemental 

PROTECTION YOU CAN MUSTER. IF YOU DON'T HAVE THE ABSORB SKILL FORA PARTICULAR 
ELEMENT, USE NULLIFY ALL ELEMENTS OR THE INDIVIDUAL ELEMENT-PROOF SKILLS. STATUS 
AILMENTS ARE A CONCERN AS WELL; IF YOU DON'T HAVE AILMENT RESISTANCE, THEN ANTI- 

Sleep and Anti-Petrify are a must. 




Y ou'll remember the saints from the brief interlude in which you played as gongora. once again, 

EACH IS IMMUNE TO EVERYTHING BUT A CERTAIN TYPE OF ATTACK, AND THEY HAVE FEW ENOUGH HIT POINTS 
THAT ONE GOOD BLAST OF THAT ATTACK TYPE SHOULD PUT THEM BACK IN THE GROUND. TARGET THE ONES WITH 
AN ELEMENTAL WEAKNESS FIRST, SINCE THOSE ARE THE ONES FOR WHICH YOU HAVE THE STRONGEST SPELLS. THE 
RED SAINT FALLS TO FIRE, THE GREEN TO WIND, THE YELLOW TO GROUND, AND THE BLUE TO WATER. TARGET THEM 
WITH SINGLE SPELLS—COMPOSITE ALL- SPELLS ARE A WASTE HERE. THAT LEAVES THE GOLD SAINT, WHO IS WEAK TO 
PHYSICAL ATTACKS; THE WHITE SAINT, WHO IS WEAK TO SHADOW, SHINE AND DIVIDE SPELLS (USE SHADOWUS FOR THE 
QUICKEST KILL); AND THE BLACK SAINT, WHO IS WEAK TO STATUS AILMENTS (SUCH AS THE STONE SPELL, WHICH KILLS 
IN TWO TURNS). KEEP IN MIND THAT YOU'LL FACE ONLY SIX OF THE SEVEN SAINTS—WHOEVER GONGORA KILLED LAST 
IS STILL DEAD. 


wt 


f‘kfi 






On their first turn, the saints will use the deadly Grade Six Magic Chant attack. Fortunately, it takes all six of them to use it, so you can head 
it off with a quick kill. Have your fighters attack the gold saint with normal attacks, which can potentially take him out before the first saint's 
turn. If you don't have a gold saint to target, focus multiple bombs on an elemental saint. 
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V 


Upper Section 





Magic 


Water 


Beast Hide Rasp 


Guardian Ore 


Adamantine 

Ore 


Magic 


Gutsy Cloth 


Blood Cloth 
Crystal 


Living Brass 


Organic 


Earth 


Ruin Mask 


Magic-Storing 

Stone 


Magic Power 
Device 


Magic-Sealing 

Vase 


Loud Bell 
Roaring Iron 
Claw 


StarAbsorber 


STEALS: 


DROPS: 


DROPS: 


[TYPE: 


STEALS: 


DROPS: 


TYPE: 


STEALS: 


DROPS: 


GOLBA 


Shilda 


5,940 

MAGIC 

NONE 


STEALS: 


ENCHANTED 
Beast 


Power Reactor 
Generator 
Pendulum 
Power Reactor 


Experiment 

No. 1 


ENEMIES 


Experiment 

No. 25 


STEALS: 


I DROPS: 


STEALS: 


DROPS: 


Chase Grand Staff 

ACROSS THE BAY 

Grand StafFhas moved into a lake 
on the northern continent, and you re free 
to either follow it or leave it be while you 
pursue side quests (note that this is still 
not your last opportunity to do so). When 
you're ready to resume your attack on the 
staff, steer the Nautilus toward the little 
notch in the map directly west of the pink 
icon that represents Grand Staff. There 
you'll be offered the option to "Pursue the 
Grand Staff." 


RESHAPE THE UPPER 

ConnectorArea 


i 


After stepping off the Nautilus in 
the Upper Connector part of Grand Staff, 
locate the switch to the south that will 


restore power to the Transportation Lift. 
Then take the elevator to an upper level, 
where you can shift all of the platforms in 
the room with a push of a control-panel 
button. After the big shift, head east to 
grab a chest, then climb the ladders to the 


DRAINING STONE 

Iron Ball of 
Ruin 

White Charm 


11,700 

Organic 

None 


Adamantine 

Ore 

Death Powder 


14 , 250 
Beast 
None 


Transportation Lift. 



! rlasurls-Upflr Connector! 


i 


A. Goddess Medicine (second level of upper Connector) 

B. Enchanted Necklace (lowest level of Transportation Lift) 

C. Godly dragon Tears (second level of Transportation lift) 

D. INFERNO HORN (THIRD LEVEL OF TRANSPORTATION LIFT) 

E. LORD S EARRINGS (FOURTH LEVEL OF TRANSPORTATION LIFT) 
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Spin the Lift to Reach each Floor's Treasure Chest 


n- 

J The entire silver walkway in the next area is a lift that you can use to climb from floor to floor, or rotate to three different po¬ 

sitions. YouTl need to make adjustments to raise it safely from floor to floor, and also to get the treasure chests on each one. 
To grab the treasure on the first floor, head east without touching the central panel. Once youVe pocketed the Enchanted Necklace, 
select Rise from the control panel to move to the next level, then rotate it in either direction until youVe made a path to each levels 
treasure chest. 



To reach the treasure on the third level, you must first rotate left so you 
can reach this switch, which will move the treasure platform into range. 



Manipulate the Machinery to Reach Two Rare Treasures 


On the transportation lift s high¬ 
est floor, grab the Lord Earrings 
from the chest at the end of the catwalk, 
then run back toward the lift and ascend the 
ladder on the southwest part of the cat- 
walk, to the Magic Control area. Activate 
the computer terminal you find there, 
then descend a ladder to the south. Grab 
onto each of the big red buttons you see, 
and push them in to get a series of pistons 
turning. Grab the Ambrosia from a nearby 
chest, then descend back to the transporta¬ 
tion lift, and make your way to the other 
ladder, which is in the northwest section 
of the map. That ladder will take you to a 
different region of the Magic Control area, 
where youTl notice that the turning pistons 
have started a derrick pumping. If you use 
the adjacent terminal to stop the derrick 
when it s at its lowest point, you can jump 
onto it and cross over to the chest that holds 
the Reflect spell. After grabbing the goods, 


Climb the southwest ladder on the Transportation Lift area again, and climb up the 
ladder at the southeast end of the platform it leads to. There youTl find three termi¬ 
nals, each of which corresponds to a spinning wheel. Use the terminals to stop all 
three wheels so their cross bars end up in a horizontal position, which will create a 
path to the treasure chest that holds the Wyvern's Tail sword. 






























F Slay a pair of Generals to Clear the Energy barrier _ 

The elevator on the northwest catwalk of the Magic Control area leads to the Glass Chamber, where you’ll find the staircase 
to the top of Grand Staffblocked by a magical energy field. Instead of continuing up, use the ladder near the save spot to 
descend down into the Magic-Powered Unit, this area's power source. Approach the switch at the center, where Sed will lay down the 
game plan: You'll create two parties of two characters, each of which will have to battle an enemy known as a General. The trick is, 
you have to kill both Generals "simultaneously”, which means in the same turn. Pair Kaim with Mack and Seth with Tolten to create 
two roughly equal teams (don't use spellcasters, since the Generals can use the Reflect spell). 


Between turns, Sed will have the option to select "Adjust Output,'' which will prevent the next party's General from regaining any 
HP, but only once per turn—use this to give the weaker team a boost. Remember, both Generals have to be killed at the same time, 
meaning the party battling General a must get the first kill, and then the party battling General (3 must finish their battle in the same 
turn. Failure to do so will result in an immediate game over. 



Xreasures-Magic-Control Unit 


A. Godly dragon Tears (west unit) 


b. Goddess Medicine (east unit) 


m Seek Grand Staff s Final Treasures with the Mechanical Lift _ 

To return to the Glass Chamber, take the west elevator and select "upper floors.'' By hopping onto the rising piston you 
can reach the upper catwalk, where you'll find the ladder back to the save point. But if you'd like to do a little looting first, 
instead take the east elevator and select "lower floors'' to reach the optional Mechanical Lift area. Like the Transportation Lift, the 
Mechanical Lift area consists of four floors, with one treasure chest on each floor. Note that to reach the Heaven's Branch on the third 
floor, you must first activate a switch on the fourth. 















































After battling the Magic Beast, 
ride the elevator to the Control 
Room, where Gongora awaits. 
When Gongora conscripts 
a member of your party to 
protect him, do not attack— 
simply defend each turn 
until the battle ends. You'll 
then have eight minutes 
in which to escape Grand 
Staff; take the elevator in 
the Glass Chamber back 
down to the Magic Control 
Station, and take the lad¬ 
ders down to the Transpor¬ 
tation Lift. Use Turn-Tail 
to flee from battles, and you 
should make it with plenty 
of time to spare. 


The Glass Chamber Ambush 


Whenever you do return to the Glass Chamber, you'll find a 
Magic Beast waiting. It has a lot of hit points, but should be 
pretty easy for your party to beat at this point in the game. An All-Powerus 
spell and a few Combo attacks should take it out within a few turns. 


The Escape 
from Grand 


8 


Staff 
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B On to the 
Tower of 
Mirrors 

After returning to the Nautilus, 
you'll find yourself back on the 
world map, just outside of the 
game's final area, the Tower of Mir¬ 
rors. The Tower of Mirrors consists 
of nothing but the game's final series of 
bosses, so this is your very last chance to 
buy items and pursue side quests. The final 
bosses aren't particularly tough, but if you 
want to give yourself an edge, be sure to claim 
the Angel Guard accessory from the Forgot¬ 
ten Cave and teach its skill to your immortals. 
When you're ready to enter the tower, approach 
it with the Nautilus and hit the B button to dive 
towards the tower's underwater entrance. 






















HE FINAL BAl'TLE 
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Quick Tips 


\P Suggested party levei 


BOSS PREP 


AneiraRing 
Gravity Ring 
Dragon ring 


RECOMMENDED SKILLS 


Absorb Fire 
(Sarah's notebook) 

Absorb water 
(Blue Dragon Eye) 

Absorb earth 
(Pipot Collar) 

Absorb Wind 
(Aneira's Plume) 

Absorb Magic 
(TALISMAN) 

Nullify All Elements 
(Quad-Element Amulet) 

AntePetrify 
(Medusa's EEead) 

Walla (Mack) 

Combo (Mack) 

Ailment Resistance 
(Angel Guard) 


Ultimate Analysis (Sed) 


I F YOU HAVE THE QUAD-ELEMENT AMULET, MAKE YOUR INITIAL PARTY OUT OF THE FOUR 
IMMORTALS AND TOLTEN, THE ONLY MORTAL WHO CAN EQUIP IT. IF YOU DON'T HAVE THE 

Quad-Element amulet, bring Sed along and have him equip as many elemental 

PROTECTION ACCESSORIES AS HE CAN WITH HIS 3 ACCESSORIES SKILL. THE AILMENT 
RESISTANCE SKILL IS A MUST HERE—IT WILL PROTECT AGAINST GONGORAS MANIPULATE 
SKILL, WHICH IS SOMETHING NO OTHER ACCESSORY CAN DO. IF YOU DON'T HAVE IT, AT LEAST 

EQUIP ANTI-PETRIFY, SINCE THAT STATUS AILMENT IS ALSO A CONCERN. THE FIRST BOSS WILL STRIKE WITH A WIDE 
VARIETY OF ELEMENTAL ATTACKS, SO HE'LL BE A CINCH TO BEAT IF YOU HAVE THE APPROPRIATE ABSORB-SERIES SKILLS 
OR AT LEAST NULLIFY ALL ELEMENTS TO NEGATE THE DAMAGE. 





The luminous magic beast is indeed 
a beast, so the dragon ring will 

DEAL A BIT OF EXTRA DAMAGE IN THAT 
BATTLE. BUT GONGORA SWITCHES 
BOTH HIS TYPE AND HIS ELEMENT 
EVERY TURN; YOU CAN EITHER SWITCH 
RINGS EACH TURN TO MATCH THEM, OR 
USE HP- AND MP-ABSORPTION RINGS 
THAT WILL ALWAYS BE USEFUL. 


Rings don't matter if you 
have your attackers strike 
with moves like Combo. 



CONTINUED 
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__ ' _ ' CONTINUED 

B oss T actics j 

I N THE FIRST BATTLE, HAVE MING AND SARAH USE ALL-POWERUS AND ALL-GENERATA TO BOOST YOUR FIGHTER- 
HEAVY PARTY, AS THE BEAST IS WEAKEST TO PHYSICAL ATTACKS. IT IS VULNERABLE TO SPELLS INITIALLY, BUT WHEN IT 
USES ITS RAY CHARGE ATTACK IT WILL GAIN THE ABILITY TO ABSORB ALL MAGICAL DAMAGE UNTIL IT LATER EXPENDS 
THAT EXTRA ENERGY WITH THE ULTIMATE RAY ATTACK (AND EVEN THEN, MAGICAL SPELLS WON T DO MUCH DAMAGE). 

Once the party has every boost that could conceivably be useful, have Ming and Sarah switch to 

HEALING THE WOUNDED AND RESTORING YOUR GUARD CONDITION WITH MACKS WALLA SKILL. 

WHEN GONGORA TAKES THE BATTLEFIELD, YOU ; LL HAVE TO FACE HIM WITH ONLY YOUR FOUR IMMORTALS. THAT 
DOESN'T MEAN THE MORTALS WON'T HELP—THEY'LL EACH POP UP TO SAVE YOU WITH THEIR OWN SPECIAL ABILITIES. 

This is a highly scripted battle, so don't worry if Gongora dishes out some obscenely powerful 

MOVES—HE'S JUST SETTING UP ONE OF YOUR MORTAL FRIENDS TO SAVE THE DAY. HIT HIM HARD WITH YOUR BEST 
ATTACKS AND SPELLS, AND DON'T WORRY ABOUT CONSERVING MP—COOKE WILL REFILL IT ALL BEFORE THE NEXT 
PHASE OF THE BATTLE. 


IN Gongora's second phase, your mortals will be otherwise occupied and unable to help. In this 
BATTLE GONGORA WILL STRIKE with the manipulate skill, which can turn one of your party members 
AGAINST YOU—BUT IT'LL MISS EVERY TIME IF HIS TARGET HAS AILMENT RESISTANCE EQUIPPED. THAT SAME 
ACCESSORY WILL COUNTER GONGORAS PETRIFICATION-INDUCING SPELLS, SO IT'S HARD TO LOSE IF EVERYONE HAS 
IT. ULTIMATE ANALYSIS WILL ALSO COME IN HANDY, SINCE GONGORA CHANGES HIS ELEMENTAL TYPE EVERY TURN. 
TAKE NOTE OF THE NEW TYPE BEFORE YOU SELECT YOUR SPELLS, THEN SELECT THE APPROPRIATE ELEMENTAL SPELL 
FOR MAXIMUM DAMAGE. 


»nrp 


Gongora s second form 
will use Reset All as a 
counter whenever any 
character casts a spell 
that would boost stats or 
apply a positive status 
$ condition. Skip the buffs 
and focus on attack 
spells and healing. 
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BONUS FEATS 



ACHIEVEMENTS 






E arn a total of 1,000 achievement points in lost Odyssey by excelling in battle, exploring every corner of 

THE WORLD, AND PERFORMING EXTRAORDINARY SIDE MISSIONS. ALL 36 ACHIEVEMENTS ARE LISTED HERE; CHECK OUT 
THE PAGE REFERENCES FOR MORE INFORMATION ON HOW TO GET CERTAIN ONES. 


KJ. 


Story progress (sooG total) 


You receive half of your achievement points hy simply completing the main story. Youll i 
including heating the game. 


' 12SG after finishing each disc, 


Survived ( 125G) 

Complete Disc 1. (See pages 34-80.) 


Out to Sea(125G) 

Complete Disc 2. (See pages 81-110.) 


Surfacing ( 125G) 

Complete Disc 3. (Seepages 111-151.) 


THE END (125G) 

Complete Disc 4. (Seepages 152-187.) 




1 * 
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Side Quest Bosses (70G total) 


In addition to the main narrative, you can travel to optional destinations that offer big challenges and tough monsters. 
Defeat the boss of each area to earn 10G apiece. 



Defeated Persona ( 10 G) Defeated Cave 

Worm ( 10G) 


Defeat Persona in Old Sorceress’ 
Mansion. (Seepage 195.) 

Defeated King 

KELOLON (10G) 

Defeat King Kelolon in Kelolon 
Village. (See page 201.) 


Defeat the Cave Worm in the For¬ 
gotten Cave. (See page 204.) 


Defeated Blue 

DRAGON (10G) 

Defeat the Blue Dragon in the 
Snowfields of the Northern Land. 
(See page 206.) 


Defeated eioly 
beast ( 10G) 

Defeat the Holy Beast at Numara 
Atoll. (See page 208.) 

Defeated Ghost of 
Eastern ruins ( 10G) 

Defeat Ancient Spirit Magician Fu 
at the Temple of Enlightenment. 
(See pages 215-216.) 

Defeated Golden 
Knight ( 10G) 

Deactivate all Royal Seals and 
defeat the Golden Knight. (See 
page 228.) 



























RSc 


Skill Acquisition (210G total) 


Earn 20Gfor when a character learns every possible skill. Immortals must learn every skill from every character and acces¬ 
sory in the game (farming in Gongoras Secret Cave with Sed’s Double SP skill will help this process along). For most mortals, 


earning these achievements is a matter of leveling up until they have acquired every skill ; Tolten, however, must open every 


Royal Seal so he can learn a skill from the Golden Knight, as well. 


Skill Linker (30G) 

Learn a skill from a mortal for the first time. 

IMMORTALS: 


Skill Master Kaim (20G) 

Kaim masters all available skills. 

Skill Master Seth (20G) 

Seth masters all available skills. 

Skill Master Ming (20G) 

Ming masters all available skills. 

Skill Master Sarah (20G) 

Sarah masters all available skills. 


Mortals^ 

Skill Master Jansen (20G) 

Jansen masters all available skills. 

Skill Master Cooke (20G) 

Cooke masters all available skills. 

Skill Master Mack (20G) 

Mack masters all available skills. 

Skill Master Tolten (20G) 

Tolten masters all available skills. 

Skill Master Sed (20G) 

Sed masters all available skills. 



Exploration Goals ( 80 G total) 


As you progress through the story of Lost Odyssey, you will earn achievements for finding items and treasures, as well as see- 


}XJL ingmany marvelous places and things. 


The dreamer 
WAKES (20G) 
Unlock the first episode 
of “A Thousand Years of 
Dreams.” (See page 41.) 


BIG 

DREAMER (10G) 
Unlock all the episodes 
from “A Thousand Years of 
Dreams.” (See page 229.) 


WELL 

Traveled (10G) 

Visit every major location 
in the world at least once. 


Treasure 
Trove (20G) 

Obtain all treasure items in 
the world (or buy them from 
the Saman auction house). 


Spell 

Collector (20G) 

Obtain every spell. (See 
pages 256-263.) 


Combat Goals (90G total) 


You will receive a variety of achievements for your performance in battle. Use your rings skillfully to earn all of them, as only 

KJ 


1 


true warriors will get all 90G. 


RING 

Assembler (30G) 

Create the first ring from 
components. 


PERFECT 
THREE (30G) 

Perform three Perfect ring 
hits in a row. 


No One s 

This Perfect (10G) 

Perform a Perfect ring hit a 
total of 500 times in battle. 


TRUE 

WARRIOR (10G) 
Defeat 1,000 enemies in 
battle. 


Thanks a 
Million (10G) 

Inflict a cumulative total of 
more than 1,000,000 dam¬ 
age points. 


fEJS^A ^ Participate in arena-style events in the Backyard in Gohtza. There are five stages of the Backyard—complete the bonus goals 

1 Wjm' Mi _ i. _ -_ l.i _x„ 


Backyard Master (soG total) 


j^^J/ for each stage to earn achievements. 



light Class 

MASTER (10G) 

Meet the secret require¬ 
ments and win each battle 
in the Backyard Light Class. 
(Seepage 230.) 


Middle Class 

MASTER (10G) 

Meet the secret require¬ 
ments and win each battle in 
the Backyard Middle Class. 
(See page 232.) 


heavy Class 

MASTER (10G) 

Meet the secret require¬ 
ments and win each battle in 
the Backyard Heavy Class. 
(See page 233.) 


Super Heavy 
Class master (10G) 

Meet the secret require¬ 
ments and win each battle in 
the Backyard Super Heavy 
Class. (See page 235.) 


IMMORTAL 

(10G) 

Meet the secret require¬ 
ments and defeat the final 
challenge of the Backyard. 
(See page 236.) 
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BONUS FEATS 



OPTIONAL MISSIONS & QUESTS 


T here are many optional adventures for you to embark upon that can supply your party with some of 

THE BEST TREASURES AND EQUIPMENT IN THE GAME. MOST OF THE OPTIONAL QUESTS CAN BE COMPLETED AFTER 
YOU'VE ACQUIRED THE WHITE BOA, ALLOWING YOU TO VISIT VIRTUALLY EVERY LOCATION IN THE WORLD. YOU DON'T 
HAVE TO DO THE FOLLOWING EVENTS, BUT THEY WILL BE NECESSARY TO EARN SEVERAL ACHIEVEMENTS, INCLUDING 
THOSE FOR FINDING ALL ITEMS AND FINDING ALL SPELLS. 



G ON (.OR A S M AN SION -MAG 1( 
EXPERIMENTATION LABOR ATORY! 



MECHANICAL 


NONE 


Living Gypsum 


Gorgon Mask 


Living Gypsum 


Stone Beast’s 
Fang 
Mother 
Nature's Spirit 


ENEMY 


E. Groundus Bomb—Turn the pipe valve near the door to the 
Experimentation laboratory 


F. MAGICAL lock key—Across from the entrance to the 
Experimentation laboratory, locate the hidden passage to the 

LEFT AND OPEN THE TREASURE CHEST 


G. Magic Crystals x6—Climb down the far-right ladder and 

LOOK IN THE YELLOW VESSEL 


Sunderch Glasses required 


PRIMA OFFICIAL 


Treasure s- Sec ret_C ave 


Getting There 


You can challenge this side quest at any 
point in Disc 4. Tolten can break the Royal 

Seal at the cave entrance. 

1 
I 


Experiment 
NO. 42 


b. Flarus bomb—down the ladder on the left near the entrance, 

IN A YELLOW VESSEL 


C. 5,000G—JUMP THE FIRST GAP AND CLIMB DOWN THE SECOND LADDER, 
THEN WRAP AROUND TO FIND ANOTHER YELLOW VESSEL 


Optional Missions & Quests 


A. Composite Magic record 

ENTRANCE TO SECRET CAVE* 


— INVISIBLE TREASURE CHEST NEAR THE 
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Deep under his mansion, Gongora cre¬ 
ated a secret lab to prepare his vile plans. 
Gongora has long since cleared out—his 
old residence was way too small for his 
ambitions and his ego. To get into his lair, 
head out to the courtyard through the left 
door of the mansion’s left hallway. Tolten 
can break the Royal Seal, granting you ac¬ 
cess into the Secret Cave. 

The Secret Cave is a narrow passage with 
deep chasms to jump over, but its pretty 
much a straight route through the cave to 
the Magic Experimentation Laboratory. 

As you traverse the cave, look for lad¬ 
ders leading off the ledge to pick up a few 
items—a Flarus Bomb, six Magic Crystals, 
and 5,000G. Also be on the lookout for a 
treasure chest containing a Magical Lock 
Key—an item that will open up a new dif¬ 
ficulty level in the Backyard arena area. 
About halfway through the passage, youTl 
come across a door blocked by an electric 
barrier. Once you defeat the boss in the 
Magic Experimentation Laboratory, youTl 
be able to open that lock and create a short¬ 
cut to the Magic Research Lab upstairs. 

The Secret Cave is a good place to build 
up your characters—the monsters aren’t 
particularly difficult and the abundance of 
them is good for accumulating SP. YouTl 
face wave after wave of zombie creatures 
called Experiment No. 42—keep that 
number in mind, as characters below 
Level 42 or so will struggle against them. 
Its a simple place to gain around eight 
levels—enough to take on the next few 
side dungeons. Petrify is the only move 
the Experiment No. 42 enemies have that 
can put your party in peril; be sure to have 
the Anti-Petrify skill equipped all the way 
around, including equipping a mortal with 
Medusas Head. 

The nondescript door at the end of the Se¬ 
cret Cave leads to the laboratory; as soon as 
you enter you’ll be thrown into a boss fight. 


Treasures-Magic Experimentation Laboratory 


T 


A. Goddess Medicine—kick the canister in the lower-right 

CORNER 


B. pendulum x 3 — Examine the bookshelf on the left side of 

THE ROOM 


C. demon king's horn, demon king ring — Examine spot * 
* Treasure-hunt information required 
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MAGIC 


NONE 


METAL SCALE 


METAL SCALE 


MECHANICAL 


NONE 


THE BACKYARD 
WEEKLY 


THE BACKYARD 
WEEKLY 


Quick Tips 


Stats 


DOLL 


I TYPE: 


RECOMMENDED RING 


STEALS: 


DROPS: 


RECOMMENDED SKILLS 


GENERATOR 


STEALS: 


DROPS: 


Boss Prep 


F rankly, if you made it through hordes of Experiment No. 42s on the way through the Secret Cave, 
the Generator and its endless supply of doll minions shouldn't be much trouble, load up on heavy 

HITTERS, AS MAGIC WON'T WORK AGAINST THE GENERATOR. THE GENERATOR IS IN THE BACK ROW, AND THE FASTER 
YOU CAN GET TO IT, THE SHORTER THE BATTLE WILL BE; EQUIP RINGS THAT LOWER GC. 


40-45 


GAIA RING 
HACKER RING 
CIRCULAR DANCE RING 


Absorb Attack 
(Amulet) 


Anti-Poison 
(Antidote Brooch) 


Anti-Sleep 
(Alarm Clock) 


Attack boost i 

(POWER BANGLE) 


doll « GL:>i_iv/\TOR 


Rnss 

Y OU WANT TO GET TO THE GENERATOR AS SOON AS POSSIBLE, FOR TWO REASONS. FIRST, FOR AS LONG AS IT'S ALIVE 
IT WILL CONTINUE TO CREATE NEW DOLLS TO DRAG OUT THE BATTLE. FORTUNATELY, WHEN THE GENERATOR 
CREATES MORE DOLLS, ITS GC DOES NOT COME BACK, LEAVING THE GENERATOR OPEN TO PHYSICAL ATTACKS. SECOND, 

the Generator changes tactics depending on its hv —the higher its hv, the more the Generator is on 

THE OFFENSIVE. IT'LL CAST ALL-POISON AND ALL-SLEEP WHEN IT'S STRONG, BUT TRANSITION TO RESTORATIVE SPELLS 
SUCH AS ALL-HEALAWHEN THE GOING GETS TOUGH. JUST START KNOCKING AWAY AT THE GENERATOR WITH PHYSICAL 
ATTACKS AS SOON AS THE ENEMY GC LEVEL GETS DOWN TO 2 OR SO. DON'T WORRY ABOUT THE DOLLS' ATTACKS— 
NEITHER THE SOLO-TARGET COMBO STRIKES NOR THE PARTY-WIDE SHOCKWAVE DO ANY SERIOUS DAMAGE. 

























Post-Mortem 


_ 

The Backyard Weekly that the Generator drops will give you insight into some of the Backyard's more difficult battles. Take it to the 
attendant in the Backyard to get the scoop. Once youVe disposed of the Generator, you can take a look around Gongora's hidden 
laboratory. There isn't a lot to see, but his diary provides some interesting insight into the immortals' past. Note that you can now ride 
the previously locked elevator back up to the Magic Research Lab. 





A trfjTuip It ^Iriifpr irt Lan^iai, wri Ij*. 


Talk to the guard at the Great Gate near the watchtower. Hell tip you 
off about the treasure hidden somewhere in Gongora's lab. Find the 
treasure next to Gongora's diary. 







TERRACE CAM 



GETTING THERE 

To reach the Terrace Cave, youll need to dive under the waves 
in the Nautilus. Coast up to the mouth of the submerged tun¬ 


nel south ofNumara 


Once you're inside, 
you'll find the Terrace 
Cave to be a foreboding 
network of narrow pas¬ 
sages that wind around 
ancient rock formations. 
There are a lot of steep 
mudslides that create 
one-way paths, but if you 
pursue the treasures in 
letter order you can get 
them all in a single trip. 


egj = Jump Point 

= Slide-down floor 


A. Adamantine Ore x3 

B. Master Thief Tools xl2 

C. Adamantine Ore x3 

D. Mother Nature’s Spirit x2 

E. Dark Demon Note x2 

F. Glacial Ice x2 

G. Windus Bomb 

H. Cubic Music Score 7 





































If you stumble upon the Terrace Cave 
without having had a Money enemy steal 
gold from you in the Great Ancient Ruins, 
you might find it rather empty. But if you've 
been robbed by a Money, things are a little 
different. When you walk in, youTl notice 
a trail of coins that lead deep into the cave. 
Follow the coins past treasure chests that 
weren't there before. (You can pick 
up the coins as you go, but they're 
worth only 1G—they're almost 
not worth bending down to 
get.) Open each treasure 
chest as you pass—the first 
two will contain a measly 
1G, but opening the third 
chest will trigger a reward¬ 
ing boss battle. 


| 8,240 
j NONE 
| WIND 


I BIOGRAPHY OF 
I BACKYARD 


HP: 

1,280 

TYPE: 

HARDENED 

naaafliagi 

FIRE 

— 

— 

STEALS: 

STONE BEAST’S 

FANG 


ANCIENT STATUE 

DROPS: 

LIVING GYPSUM 


STONE BEAST’S 

FANG 


ANCIENT STATUE 


— 


HP: 

1,280 

TYPE: 

HARDENED 


EARTH 

— 

— 

STEALS: 

FRONTIER 

SlDERITE 


ANCIENT STATUE 

DROPS: 

Mother Na¬ 
ture’s Spirit 


Metal Scale 


Nightmare Seal 


Fairy’s Cradle 


Platinum Kelolon 


| 1,330 

| Hardened 
| Wind 

I Gorgon Mask 
Ancient Statue 

I SHARKSKIN 
Metal Scale 
Dark Demon 
Note 


-— 

HP: 

2,480 

TYPE: 

KELOLON 


WATER 

— 

— 

STEALS: 

Kelo-Oil 


Death Powder 

DROPS: 

Kelo-Oil 
Kelo-Helmet 
Kelolon heart 


BATTLING MONEY-MONEY 

The Money-Money is a lot like the Moneys that you'd find in the Great Ancient Ruins, 
except he has much higher HP. He'll steal your gold and heal himself a little every 
time you attack, but he doesn't do any damage when he does so. Like normal Moneys, 
he is highly evasive, making him difficult to hit with physical attacks; wear him down 
with spells like Forcea and Flara. At the end of the battle, he'll drop all the gold that 
the Moneys stole, then he'll run off. If you happen back into the Great Ancient Ruins 
in the future and your gold meets a similar fate, you can return here to reclaim it. The 
prize for victory is Biography of Backyard, another Backyard hint book. 


RETURN TO THE OLD SOCFRESS MANSION 


GETTING THERE 



Despite Sarah's comforting words, monsters still linger in the spooky mansion. 
Fortunately, it's the same cadre of baddies that you confronted on your first visit, 
and your party is much stronger than it was then. This is Sarah's quest—she's 
bent on retrieving the notebook that contains the first poems Lirum ever sang. It 
becomes a family affair when Cooke and Mack offer to help out, and the rest of the 
crew follows obediently. 

As you pass through the Courtyard and descend into the Old Sorceress' Hermit¬ 
age, you'll hear ghostly boos coming from the back room. The sadness that Sarah 
felt after the loss of her daughter has manifested itself into a fearful monster. 


Don't listen to her—there 
are plenty of monsters eager 
to give you a licking. 
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PHRSONA 



Stats 


HP: 

12,780 

TYPE: 

NONE 

ELEMENT: 

WIND 

— 

— 

STEALS: 

88 CALIBER 

MAGIC RIFLE 


— 

DROPS: 

88 CALIBER 

MAGIC RIFLE 


— 


— 


— 


K AIM AND SARAH MUST BE IN THE PARTY, BUT THE REST OF THE LINEUP IS UP TO YOU. CHARACTERS THAT ARE 

VERSATILE IN BOTH PHYSICAL AND MAGIC ATTACKS ARE VALUABLE—MACK IS A GOOD CHOICE. SED IS ALSO PRETTY 
GOOD, LARGELY BECAUSE HE CAN STEAL A NEW RIFLE AND PUT IT TO USE RIGHT AWAY. EQUIP SETH AND KAIM WITH 
MAGIC-CASTING ABILITIES AND A WAY TO RESTORE THEIR MP. RINGS WITH FIRE ENHANCEMENTS ARE IDEAL FOR YOUR 
CHARACTERS. 


BEFORE YOU HEAD INTO THE MANSION, STOCK UP ON CURE-ALLS AND STONE BEAST S THORNS. BUY PLENTY OF MANA 
CAPSULES, AS WELL, AS PERSONA WILL DRAIN LOADS OF MP YOU COULD BE USING TO HEAL YOUR PARTY. 



T he hook to Persona is that it will alternate between absorbing all spell damage and all physical 

DAMAGE WITH AMOVE CALLED REVERSE. WHEN IT ABSORBS SPELL DAMAGE, EVEN SPELLS THAT SUPPOSEDLY DO 
PHYSICAL DAMAGE (SUCH AS GAMBLE AND FORCE) WILL RESTORE PERSONAS HEALTH. BOMBS ARE A NO-NO, TOO. 

The problem is, Persona will use Reverse at unpredictable times, often at the beginning of a turn, 

LAYING TO WASTE YOUR BEST-LAID PLANS FOR ATTACKING HIM. CHARACTERS OF A HIGH ENOUGH LEVEL CAN GET IN 
PHYSICAL ATTACKS BEFORE PERSONA SWITCHES, BUT NOT MAGIC ATTACKS—WHEN THE BOSS IS ABSORBING MAGICAL 
ATTACKS, IT'S BEST TO JUST DEFEND AND HEAL—IT'S HARD TO PREDICT IF PERSONA'S GOING TO REVERSE ITSELF AT THE 
BEGINNING OF THE FIGHT. 


One of persona's most dangerous attacks is death—a one-hit kill that it'll unleash at the beginning 
OF A TURN. There's not much you can DO ABOUT IT; just hope it targets an immortal so you don't have to 
BURN THROUGH ANGEL'S PLUMES TO KEEP YOUR PARTY ALIVE. PERSONA WILL ALSO HIT YOU WITH FORCEUS, WHICH 
DOES SO MUCH DAMAGE THAT IT'S ESSENTIALLY A ONE-HIT KILL, TOO. 


A VARIETY OF PERSONA'S ATTACKS HIT YOUR WHOLE TEAM AT ONCE. SHINUS WON T DO A TON OF DAMAGE TO ONE 
PERSON, BUT ITS COMBINED EFFECT WILL HURT YOUR GC. ALL-STONE CAN BE A NUISANCE, TOO—BE SURE TO HAVE 
ALL YOUR IMMORTALS EQUIPPED WITH THE ANTI-PETRIFY SKILL. BUT NOTHING REALLY COMPARES TO HIS DARKNESS 
ATTACK—NOT ONLY DOES IT SLAM YOUR ENTIRE PARTY FOR SERIOUS DAMAGE, BUT IT SUCKS AWAY A BUNCH OF MP 
AND APPLIES STATUS AILMENTS TO EVERYONE. A COMMON EFFECT WILL BE POISON—USE COMPOSITE MAGIC POISON- 
CURE TO HEAL AN ENTIRE ROW AT ONCE, THEN GET TO WORK ON HEALING EVERYONE. 


! 


[continued: 






























...CONTINUED 

The best strategy for attacking persona is to exercise patience, don't have all your characters attack 

EVERY TIME; YOU COULD END UP DOING YOURSELF MORE HARM THAN GOOD. INSTEAD, TAKE WHAT YOU CAN GET IN 
SMALL INCREMENTS BY HAVING ONLY A COUPLE OF PARTY MEMBERS ATTACK PER TURN. SPEND THE REST OF YOUR TIME 
HEALING AND CURING STATUS AILMENTS. 




Stay healthy > or Persona's Darkness move 
will mean lights-out for your party. 


When Persona faces you like this, it's 
vulnerable to physical attacks. 


And when it turns to face you this way, you 
can hit it with magical attacks. 



Post-Mortem 

At the end of the battle, youTl receive an achievement and recover Sarah's Notebook, an accessory that contains the skill 
Absorb Fire. YouTl also receive an achievement for defeating Persona. 



Getting There 



You can reach the fortress by having the White Boa 
ram through the ice in the northeast corner of the 
main continent. 


A. Master Thief Tools x6 

B. Seed 

C. Goddess Medicine 

D. Jet Black Cloth x6 

E. Cubic Music Score 9 
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Its evident that Sed’s been in captivity for 
a while, as his usual hideout, the Pirate 
Fortress, is in a little bit of disrepair. Fortu¬ 
nately, monsters haven’t overrun the Pirate 
Fortress—you’re free to wander around 
without fear of getting attacked. You’ll 
enter the area via a high mountain trail; 

Sed will fix the Gondola so you can descend 
to the main area. 





CHARACTERS 


GAME BASICS 


BONUS FEATS 


City ofSaman (by the central tree) 


Sea of Bans (examine washed-out bridge) 


Old Sorceress' Mansion (at entrance) 


White Boa (Ming's Chamber) 


X * --**, * 


Kelolon Village (save him from attackers) 


Head across the platforms and through 
the short cave to appear in another small 
section of the Pirate Fortress. There you’ll 
find a Pipot, as well as a treasure chest that 
contains Cubic Music Score 9. Remember 
to do the Cubic Music Score 9 challenge 
as soon as you get 
back on the White 
Boa ; the prize for 
the challenge is 
the Sunderch 
Glasses , which 
allows you to 
see invisible 
treasure hidden 
all around the 
world. 




t f! 


Sed s Shipmates' Locations 


Inside Sed’s studio, one of his fellow pirates 
will provide a valuable service for his cap¬ 
tain’s new crew. He’ll give you the where¬ 
abouts of any treasures you’ve missed 
during your journey, as long as they’re 
places you can return to. You’ll get only 
one clue at a time; after you find the item 
he hinted at, return to hear another tip. 

The pirate will also let you know where you 
can find one of his shipmates; if you find all 
six they’ll give you a couple of great items. 
Also while you’re in the studio, check out 
Sed’s workbench—he’ll work his magic on 
your Magic-Powered Locator to upgrade it 
to the Magic-Powered Locator Lv3. 






































Getting There 

Punch through the ice into the lake north 
oflpsilon. Then launch the Nautilus and 
dive underwater. Comh the south edge of 
the lake until you come across a submerged 
tunnel ; when you resurface in the lake on 
the other side, you’ll be atKelolon Village. 


The Kelolons are a skittish bunch who don’t 
like to mingle with humans much. That’s 
why they decided to tuck their village into 
such a hard-to-reach location. When you 
first arrive, the Kelolons will inform you 
of a little tournament they’re conducting. 
Even the Kelolon King, who is supposedly 
fantastic with White Magic, is participat¬ 
ing. But before you can investigate any 
deeper, you may stumble across a minor 
scuffle between another human and some 
Kelolons. If you’ve been to the Pirate 
Fortress, you know about Sed’s shipmates 
who have gone missing. One of them found 
his way into a mountain village, and the 
Kelolons are ready to skewer him. Note 
that this event will trigger only if Sed is in 
your battle formation. 



A. Kelolon s Soul x2 (in pot to northwest) 
b. Godly dragon Tears (in pot in central island) 

C. Seed (in pot near tournament ring) 

D. Quad-Element Amulet * 

* Must have Tolten (Royal Seal) 


The Kelolon Skirmish 

The Kelolons will concentrate on Pirate Orly, who they have surrounded. You must 
take out the Kelolons before they take him down. The best strategy is to eliminate the 
Kelolons one at a time—if you try to spread out your attacks, you’ll leave all the Kelo¬ 
lons alive, giving them more opportunities to beat up on poor Orly. Attack Kelolon D 
first—he casts Flare on Orly every turn, which does more damage than the rest of the 
Kelolons’ melee attacks. You can also cast Shine on the Kelolons to spare Orly from 
taking too much damage; Shine will lower their accuracy (as well as deal them a little 
bit of damage). If Orly’s HP gets too low, he’ll make a break for it and you’ll have to 
start from scratch. Once you’ve freed Orly, things return to normal around Kelolon 
Village, and you’ll be able to enter the tournament, stay at the inn, or shop for really 
rare (and expensive) items. 
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Kelolon Masters Tournament 




ENEMY 

Melee Kelolon 


Qualifying Round 


The tournament starts with a qualifier, 
where Cooke is the only participant. She 
can only attack, use items, and defend. In 
this battle royale, it’s every Kelolon for 
itself. All five Kelolon competitors have 
the same stats. YouTl face only two at a 
time—knock one out, and another will 
take its place. Just hit each one once to 
defeat it—with a high-level Kelo-Killer 
Ring, Cooke will do more than enough 
damage to beat one Kelolon per turn. 


'Elimination Round 


The next round is a string of four battles where Cooke once again fights on her own. She won’t be able to heal between battles, so keep 
her health up as you progress through the competition. She will, however, shrug off any status ailments between rounds. Cooke can 
use all of her spells, but given the speed of her attack and the damage it does with a Kelo-Killer Ring equipped, she might not need to 
use them except to heal herself occasionally. If she needs to heal, its best to use medicine such as a Healing Tank, because sheTl use it 
before the Kelolons can attack. 


mmmsm 


The corpulent Kelo-Kelolon will do significantly more damage than the Kelolons of your previous fight. Take him out with a couple 
of hard blows before he can do you serious harm. His hits will also inflict the Kelolon status ailment upon you if you’re not prepared; 
wear the Kelolon Earrings to gain immunity. 































































ENEMIES 


STEALS: 


STEALS: 


DROPS: 


DROPS: 


Without Cooke knowing it, her bratty brother Mack 
has been climbing up the other side of the tournament 
ladder. Now it's time for them to face off in the finals. 
Mack doesn't go easy on his sister, but the fight against 
him is pretty scripted; just keep beating up on him 
until he submits. When you regain the ability to cast 
spells, drop Forcea on him for an easy victory. 


The suspiciously human-sized Uncle Kelo- 
lon is not a Kelolon-type enemy, so switch 
to a ring that has Critical Up. When his 
HP is low, Uncle Kelolon will call his wife, 
Wifeena, into battle to heal him. If you're 
fast enough to hit Uncle Kelolon with one 
more clean shot, Wifeena won't factor into 
the battle. If not, wear down the enemy 
GC by hitting Uncle Kelolon, then go after 
Wifeena; otherwise she'll keep healing him 
over and over. 


jncle Kelolon 


Wifeena 


700 
None 
None 

Kelo-Vitamin 

Kelo-Vitamin 


160 

Kelolon 

Water 

Healing 

Medicine 

Healing 

Medicine 




The Self-Claimed Lv. 

99 Kelolon is just a 
lot of talk. He'll do 
more damage than 
his predecessors, 
but not enough to be 
worried about; just 
attack continuously, 
heal when you need to, 
and victory will be yours. 

Self-Claimed Lv. 99's hits 
may cause the Darkness status 
ailment, but don't let that con¬ 
vince you to switch to attack 
spells—his automatic 
spell-countering will 
devastate you. 

» 




























Devour Ring 

FORGETTING RING 

FFerculean Ring 
Planet Ring 


Absorb Magic 
(TALISMAN) 

ANTUKELOLON 

(Kelolon Earrings) 

Lucky o Magic damage 
(Mimint Ears) 

Walla (Mack) 


KING KELOLON 


Quick Tips 


RECOMMENDED RING 


Stats 


RECOMMENDED SKILLS 


Boss Prep 


A fter Cooke claims victory in the kelolon Masters Tournament, king kelolon will attempt to take 

HER AS HIS WIFE. THAT JUST WON'T DO, AND COOKE'S FRIENDS WILL JOIN HER IN FIGHTING HIM OFF. FOR HIS 
SIZE, KING KELOLON IS SORT OF A PUSHOVER; HE DOESN'T HAVE A WIDE ASSORTMENT OF ATTACKS THAT YOU HAVE 
TO PREPARE FOR. JUST STICK YOUR MOST POWERFUL ATTACKERS UP FRONT AND HACK AWAY. COOKE HAS TO BE IN 
THE FIGHT—GIVE HER THE WISDOM EARRINGS SO SHE CAN BLAST HIS MAJESTY WITH GROUNDA OR FORCEA. KING 

Kelolon's Divide spell is powerful, but you can turn it into your gain with the Absorb Magic skill. 


Boss Tactics 


K ing kelolon has only 

ONE EFFECTIVE ATTACK, 
BUT IT'S A WHOPPER. HE'LL 
UNLEASH THE WHITE MAGIC 
SPELL DIVIDE (PROBABLY THE 
COOLEST-LOOKING SPELL IN 
THE GAME ) ON YOU EVERY 
ONCE IN A WHILE. IT LL DO 
MUCH MORE DAMAGE TO THE 
FRONT LINE THAN IT WILL 
THE BACK; DO WHAT YOU CAN 
TO KEEP YOUR GC HIGH AND 
PROTECT YOUR BACK ROW. 
TAKE ADVANTAGE OF KING 
KELOLON BEING A WATER 
ELEMENTAL BY HAMMERING 
HIM WITH GROUNDA. HE 
LOVES TO CAST COVERUS TO 
BUY HIMSELF A FEW DAMAGE- 
FREE ROUNDS. KEEP HITTING 
HIM WITH PHYSICAL ATTACKS 
TO WHITTLE DOWN COVERUS' 
EFFECT, THEN RESUME THE 
MAGIC BARRAGE ONCE 
COVERUS WEARS OFF. 


CHARACTERS 


GAME BASICS 


WALKTHROUGH 


BONUS FEATS 


HP: 

11,340 

TYPE: 

KELOLON 

ELEMENT: 

WATER 

— 

— 

STEALS: 

Kelonga Crown 


— 

DROPS: 

Kelonga Crown 


— 


— 


— 









0 


Post-Mortem 

Once King Kelolon concedes victory, you’ll earn an achievement and he’ll 
reluctantly hand over Divide, which will be great for Cooke as soon as she 
gains the Level 8 White Magic skill. You’ll also get the Kelonga Crown, 
which she’ll benefit from right away—it bears the MP Max Up 4 skill. 

After you defeat King Kelolon, you can play a little logic puzzle. Speak to the 
Kelolon in front of the ring of 10 torches, and he’ll ask you for help in getting 
them all lit. The trick is, every time you light a torch, the torches on each side 
of it light up as well. If you light a torch adjacent to one that’s already lit, it 
will extinguish, and vice versa. There are a lot of ways to solve this classic 
puzzle; the best strategy is to aim for having only one torch lit. Then light 
the remaining nine in groups of three. Once you’ve solved the puzzle, speak 
to the Kelolon again to receive your reward: 17 Iron Balls of Ruin. 





A. Perpetual Darkness x2 

B. Ancient Statue x3 

C. Forbidden Explosives x6 

D. Ruin Mask x6 

E. Death Powder x5 

F. Fairy’s Cradle x2 

G. Angel Guard* 

* Treasure-hunting clue required 


Getting There 

The White Boa isnt quite powerful enough to punch through the ice in the northwest 
corner of the northern continent, hut it can get close enough to discharge the Nautilus in 
the cove beyond. Submerge the Nautilus and look for the cave entrance. 
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Aerial 


Wind 


Blood Cloth 
Crystal 


Cape ol 
Illusions 


Living Brass 


Aerial 


Mist ol 
Darkness 


Perpetual 

Darkness 


Dark Flame 


Perpetual 

Darkness 


Paralyzing 

Thorn 


Aerial 


Water 


' *-1. 2 a 4 ' 


ORGANIC 


EARTH 


DRAGON SCALE 


DECAYING 

PARTICLE 


DRAGON SCALE 


BYPRODUCT X 


DECAYING 

PARTICLE 


GRAVESTONE OF 
FEAR 


STEALS: 


DROPS: 


STEALS: 


DROPS: 


TYPE: 


STEALS: 


DROPS: 


CHARACTERS 


GAME BASICS 


WALKTHROUGH 


BONUS FEATS 


APPENDICES 
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Seth recognizes the Forgotten Cave as the place she hid in the frequent times she 
was on the lam during her pirating days. The dank and hostile grotto is home to toxic 
swamps that slowly drain HP away from your entire party. The foul air in the cave 
prevents the use of any healing items—youTl have to rely on spells to recover health, 
and skills like Auto MP Recovery and Relax to recover MP during battle. 

Several treasure chests in the Forgotten Cave contain rare ring components, but you 
can also steal a lot of valuable ring components from the monsters roaming the cave. 
Shortly after you set foot into the cave, youTl discover a treasure-hunting clue. 

A new resident has moved in, and isn't all that excited about Seths homecoming. Hug 
the right wall until you ascend a small incline at point 1, then walk forward to meet the 
Cave Worm at point 2—the monster will attack as you approach. After you beat him, 
you can jump across to chest D at point 3. 


RED WILBER 


White Wilber 


Giant Feeler 

Invisibility 

Potion 

Bug’s Stomach 
Black Monster 
Bug Oil 
Necrosis Mold 
Living Brass 


To get all the treasure chests , 
slogging through the poisonous 
swamp is unavoidable. 


ROTTEN 

DRAGON 


'Pc lr*c«.s *rr preLly Did. ‘icre -nu&t be iDm-eLKIng >-ilL ible hidden 

rice IF ihev boE^ered lo amt ill Efce nfrt. 



























CAVE WORM 



LUCENT DRAGON RING 
SOULSUCKER RING 

Creature Ring 
Monster Ring 


Persistence (Tolten) 

Auto MP Recovery 
(Crystal Fragment) 

Break FFit (Tolten) 

LV2+ Composite Magic 
(various Records) 

Absorb Attack 
(Amulet) 

Absorb Magic 
(TALISMAN) 


Quick Tips 


RECOMMENDED RING 


Stats 


Boss Prep 


Y OU HAVE TO USE SETH IN THIS BATTLE, BUT SINCE THE CAVE WORM HAS INCREDIBLY HIGH PHYSICAL DEFENSE, 

you'll want most of your party to be magic-users. The one good physical attack is Tolten's break 

HIT SKILL, WHICH CAN PENETRATE THE WORM'S DEFENSES. BUT TOLTEN WON'T BE AS USEFUL AS AN IMMORTAL WHO 
KNOWS THE SAME SKILL, SINCE THE IMMORTALS CAN REVIVE THEMSELVES AFTER THEY PERISH (AND WILL RETURN 
WITHOUT STATUS AILMENTS, AN IMPORTANT FACTOR WHEN FACING THE CAVE WORM WITH LOW-LEVEL CHARACTERS) 
YOU CAN'T USE ITEMS IN THIS BATTLE, SO YOU'LL HAVE TO RELY ON SKILLS AND SPELLS TO RECOVER YOUR HP AND MP. 


Boss Tactics 


T he Cave worm relies on four basic moves, it casts Stench, which inflicts an array of status ailments 

AGAINST YOUR PARTY. SINCE EVERYONE GETS SOMETHING DIFFERENT, THE COMPOSITE MAGIC ALL-CURE SPELL 
IS THE BEST REMEDY—MAKE SURE MULTIPLE CHARACTERS CAN CAST IT IN CASE ONE IS INCAPACITATED. THE WORM 
CAN ALSO PERFORM COMPLETE DEFENSE, WHICH MAKES IT INVULNERABLE TO DAMAGE FORA COUPLE OF TURNS—USE 
THOSE TWO ROUNDS TO HEAL AND BOOST YOUR CHARACTERS. THE CAVE WORM WILL OCCASIONALLY DO A MOVE 

called Triple Attack, striking three times in a row against any combination of allies. The move you have 

TO REALLY WATCH OUT FOR IS EARTH SHAKE, WHICH DAMAGES THE WHOLE PARTY SIGNIFICANTLY. IF YOUR GC IS UP, IT 
WON'T BE THAT HARSH ON THE BACK LINE, BUT IF YOU LET YOUR GC DROP, YOUR MAGIC USERS WILL DROP WITH IT. 


HP: 

10,180 

TYPE: 

ORGANIC 

ELEMENT: 

NONE 

— 

— 

STEALS: 

— 


— 

DROPS: 

— 


— 


— 


— 



Post-Mortem 


For defeating the Cave Worm, youTl get an achievement and three great items: the Gravity Rave (a sword for Seth), a Grav¬ 
ity Ring, and Aneiras Plume, which absorbs Wind Element damage. With the Gravity Rave, Seth is a monster. The Gravity 
Ring is a good choice for Tolten—the HP Absorb makes up for his defensive deficiencies, and the MP Absorb lets him 
continue to use his great skill attacks. 


Be sure to get the treasure-hunting item Angel Guard before you leave; it grants immunity against all status ailments, 
making it one of the most valuable accessories in the game. 
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SNOW FIELDS OL THE NORTHERN LAND 


Getting There 

The snowfields are at the northwestern tip of the northwestern continent. Ram through the ice with the White Boa to reach them. 



Organic 


Water 


Magic-Sealing 

Vase 


StarAbsorber 


Magic-Storing 

Stone 


StarAbsorber 


Beast 


Earth 


Manacles of 
Despair 


Death Powder 


Iron Ball of 
Ruin 


Gravestone of 
Fear 


Adamantine 

Ore 


Sealing Stone 


Aerial 


Phoenix Tail 


Vampire Bottle 


Wyvern’s Sharp 
Claw 


Draining Stone 


Adamantine 

Ore 


Ancient Statue 


Bela 


CHARACTERS 


GAME BASICS 


Far up in the arctic regions of Uhra there is rumored to be a spell of epic capabilities. 
Jansen has heard the rumors of Leveler, and when the party arrives at the Snowfields 
of the Northern Land, everything clicks—the wind, the magic in the air; he knows 
they're in the right place. 

The snowfield is an endless loop of drifting snow, with powerful gusts blowing from 
all directions. If you didn't know where you were going, you could wander around for¬ 
ever. The trick to navigating the snowfields is to watch the particles of magic floating 
on the wind—they'll lead you to the spell (and its guardian) if you run in the direction 
they're coming from. Unfortunately, the same particles that show you the way also 
drain your magic energy—your party's MP will drain gradually as you plod through 
the drifts. Hold down the X button to run, sparing precious time in the elements. The 
pattern is random, so if you get defeated by the Blue Dragon and have to start over, 
don't rely on memory. 

Once you get to your destination, you won't have any time to prepare for the battle- 
heal frequently after random battles as you proceed to the 
Blue Dragon so you don't get left in the cold. 


ENEMIES 


SNOWI 




i 

u , i 

» It LA ^ 








































Organic 


None 


Monster Ring 
Fury Ring 
Spartan Ring 
AneiraRing 


Ailment Resistance 
(Angel Guard) 

AntdCurse 
(Curse Blocker) 

Absorb Magic 
(TALISMAN) 

Magic Seal (Sed) 
Persistence (Tolten) 

Complete Defense 
(Tolten) 


RECOMMENDED RING 


F ighting the blue dragon is mostly prep work—things go pretty smoothly in battle if you're set up 

CORRECTLY. YOU'LL WANT TO EQUIP AS MANY MAGIC-PREVENTION SKILLS AND ACCESSORIES AS YOU CAN GET YOUR 
HANDS ON—THE BLUE DRAGON DOES ALL OF HIS NASTY WORK VIA THE DARK ARTS. THERE IS ONE EXCEPTION—THE 


■ 

— 



Blue Dragon 

Eye 



— 



— 



— 




BLUE DRAGON WILL ABSORB ALL ELEMENTAL ATTACKS, SO DEACTIVATE SPELL COUNTER SO YOU DON'T INADVERTENTLY 
RECOVER ENEMY HP. ALSO, REMOVE ANY RINGS THAT HAVE ELEMENTAL ENHANCEMENTS—STICK WITH BIO KILLER OR 


STRAIGHT DAMAGE-DEALERS. 

JANSEN MUST BE IN THIS FIGHT, AND TOLTEN MAKES A GOOD FRONT-LINE FIGHTER BECAUSE OF HIS POWERFUL SKILL 

attacks. The Anti-Curse or Ailment resistance skill is a must, as the blue dragon's All-Curse will drop 

ALL KINDS OF STATUS AILMENTS ON YOU. 


BOSS 1 








T he blue dragon has what feels like an endless string of 

DEVASTATING SPELLS. FORTUNATELY, LEVELER HITS ONLY ONE 
OF YOUR PARTY MEMBERS AT A TIME. IF YOU KNOW PERSISTENCE, 
YOU'LL BE ABLE TO AVOID GETTING K.O. D. DEATH, WHICH KNOCKS 
OUT A PLAYER INSTANTLY, IS MUCH MORE DANGEROUS, AS IS 
PRISMUS, WHICH WILL SEVERELY DAMAGE THE WHOLE PARTY. THE 
WORST COMES WHEN THE BLUE DRAGON CASTS BACK-TO-BACK 
SPELLS. YOU'LL KNOW HE'S ABOUT TO DO IT WHEN THERE'S A 1 ON 
HIS ACTION-ORDER ICON; THAT MEANS HE'LL CAST CONSECUTIVE 
SPELLS DURING THE NEXT TURN—ANY CHARACTER WHO CAN 
MAKE HIMSELF IMMUNE WITH TOLTEN'S COMPLETE DEFENSE SKILL 
SHOULD DO SO. WITH SO MANY DEADLY SPELLS, YOU'LL NEVER 
REGRET USING SED S MAGIC SEAL SKILL. 

Don't try to use any elemental attacks—the blue dragon 

WILL ABSORB EVERY LAST ONE OF THEM. JANSEN AND ANY OTHER 
SPELLCASTERS SHOULD CAST FORCEA OR GAMBLE ONLY. ALSO, 

PAY ATTENTION TO THE DRAGON S HP—IT HAS THE SKILL CRISIS 

Attack boost, meaning it'll become even stronger when its 

HP GETS LOW. 



\ ■ jff v_ 




■ 2 * t ■ “■ / 
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None 


Water 


Glacial ice 


Heasi th^Vs 


ENEMIES 


STEALS: 


DROPS: 


DROPS: 


CHARACTERS 


GAME BASICS 


BONUS FEATS 
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Post-Mortem 

After you defeat the Blue Dragon you’ll earn an achievement, the Leveler spell, and the 
Blue Dragon Eye (with the Absorb Water skill). The wind will stop blowing and sap¬ 
ping your MP, but the snowfield doesn’t hold any more secrets, so press down on the 
right stick to return to the world map. Leveler is an extraordinarily powerful spell, 
but it takes a good while to cast, and requires Lv8 Black Magic. 


N UMAR A ATOLL 


■rrteT 


Getting There 

If you haven't been here before, warp to the landing point atNumara Bay and sail to 
the northwest with the Nautilus. 


Before heading to Numara Atoll, there’s one place you need to go, and it’s not far. 
Head downstairs in the White Boa to Ming’s chamber on the Guest Area level 
(where Jansen abducted her a while back). You’ll find Ming’s Harp, a musi¬ 
cal instrument that just so happens to lure the Holy Beast out into the open at 
Numara Atoll. 

If you came upon Numara Atoll previously, you probably found an empty beach 
with a few items and a handful of pumped-up Silver Kelolons and Hell Shakers. 
But now that you have the harp, you can head straight to the rocky outcropping 
to meet the Holy Beast. Evidently Ming’s memory has not returned fully, as 
her recollections of the Holy Beast being a gentle creature are a little off-base. 


EVER KELOLON 


Hell Shaker 


\ STEALS: 


HEALING HERB 
BEAT STONE 

Iron Ball of 
Ruin 














































Dragon ring 
Meteorite Ring 
Spartan Ring 


Persistence (Tolten) 

Absorb Magic 
(TALISMAN) 

Lv4 Black Magic 
(Sorcerer Earrings) 

Anti-Sleep 
(Alarm Clock) 

Lucky o Magic damage 
(Mimint ear) 

Break Hit (Tolten) 

Absorb water 
(Blue Dragon Eye) 


BEAST 


Water 


1000 Year 
Memories 


1000 Year 
Memories 




HOLY BE AS! 


RECOMMENDED RING 


RECOMMENDED SKILLS 


Stats 


DROPS: 


T he Holy Beast is essentially immune to regular attacks, and casts Aqua Mine on itself to discourage 

THEM EVEN FURTHER (HOWEVER, AN ATTACKER WITH THE ABSORB WATER SKILL OR THE BLUE DRAGON EYE 
ACCESSORY CAN ABSORB THE AQUA MINE DAMAGE AS HEALING). YOUR ATTACKERS SHOULD USE TOLTEN'S BREAK HIT 
SKILL EXCLUSIVELY WHILE A BACK LINE OF JANSEN, SARAH, AND MING PELTS THE HOLY BEAST WITH POWERFUL SPELLS. 
MACK IS A GOOD CHOICE FORA FRONT-LINE FIGHTER; HE CAN CAST BOOST SPELLS LIKE MlNDUS AND USE WALLA 
TO PROTECT YOUR MAGES. THE HOLY BEAST USES ELEMENTAL SPELLS EXCLUSIVELY, BUT DOESN'T HAVE A FAVORITE 
ELEMENT, SO USE WHATEVER ELEMENTAL-ABSORPTION SKILLS YOU'VE GOT. 


A ll-barricade will take a little of the sting away from the holy beast's flurry of elemental attacks 

BUT THE BEST DEFENSE IS A FLURRY OF FORCEUS AND GROUNDA SPELLS, WHICH CAN END THE BATTLE BEFORE IT 
CAN SPIRAL OUT OF CONTROL. WHEN THE HOLY BEAST'S HP STARTS GETTING LOW, BRACE YOURSELF—IT MAY CAST 
THE HOPELESSNESS SPELL, WHICH WILL DEAL 9,999 POINTS OF DAMAGE TO EVERYONE. THE ONLY WAY TO SURVIVE IT 
IS TO HAVE THE PERSISTENCE SKILL EQUIPPED, AND EVEN THEN YOU'RE NOT OUT OF THE WOODS. THE HOLY BEAST 
MIGHT FOLLOW UP WITH ANOTHER MOVE TO WIPE OUT THE PARTY ON THE NEXT TURN. WHEN ITS HEAD STARTS TO 
LOLL FROM SIDE TO SIDE, KILL IT AS QUICKLY AS POSSIBLE TO OUTRUN YOUR IMPENDING DEATH! 
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None 


Kelolon 


Water 


Draining Stone 


Death Powder 


Death powder 


Kelolon Heart 


Purgatory Ore 


Adamantine 

Ore 


Dark Demon 
Note 


Kelolon’s Soul 


Forbidden 

Explosive 


Glacial Ice 


STEALS: 


STEALS: 


DROPS: 


DROPS: 


TEMPLE OF ENLIGHTENMENT 


Navigitioj 
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GETTING THERE 




Like in Kelolon Village , you ll have to locate a submerged tunnel that leads 
to a mountain lake. Break through the ice along the southern coast of the 
southeastern continent (the home of the Great Ancient Ruins) then dive with 
the Nautilus to reach the passage to the Temple. 




i jl 


You can visit 
the Holy Beast 
whenever you 
like after the 
battle's over. 

He won't do 
anythingfor 
you, but at least 
he seems nice. 




BABALLOON 


BLACK KELOLON 


Post-Mortem 




Deep within the jungles of the Eastern 
lands, the Temple of Enlightenment stands 
as a relic of a great civilization long de¬ 
parted. When your party stumbles upon it, 
it is young Mack, who carries the spirit of 
the Eastern Tribe in his soul, who feels the 
magic of the temple beckoning him. 


Long left to ruin by the Eastern Tribes 
of old, the Temple of Enlightenment has 
become a haven for some of the nastiest 


monsters in the world. It's best to save this 


The temple not only features the most diffi¬ 
cult battles; its also the trickiest to navi¬ 
gate, with scores of shifting platforms and 
small pads that work as elevators. You might 
spend a good deal of time going in circles, 
so stock up on regenerative supplies. 


In addition to a hard-earned achievement, youTl win 
the 1000 Year Memories accessory, which contains 
Slot +10, easily the best skill in the game. If you 
haven't already done so, you can also pick up the 
Bronze Spirit Band from the treasure chest in the 
far-left corner of the Atoll, and the Spirit Magic spell 
Regenerate in the far-right corner. 


temple for last, not only because you'll need 
your party to be strong, but also because 
you'll want to have collected all the weap¬ 
ons and spells from earlier dungeons before 
tackling this one. Certain skills are par¬ 
ticularly important—be sure to have your 
immortals learn Nullify All Elements and 
Ailment Resistance. Mack is a necessary 
character for the boss fight—keep him in 
your party so he can gain a few levels before 
you encounter the boss. 
















































KELOLON 


WATER 


DEATH POWDER 


KELOLON HEART 


I Adamantine 
Ore 


Kelolon’s Soul 


Glacial Ice 


Spirit Magic 


Earth 


Beat Stone 


Death Powder 


Iron Ball of 
Ruin 


Living Brass 


Power Reactor 


Adamantine 
| Ore 


| Aerial 


Wind 


Mana Bottle 


Wyvern’s Sharp 
Claw 


Wyvern’s Sharp 
Claw 


| Aerial 


Mana Bottle 


Black Monster 
Bug Oil 


Black Monster 
Bug Oil 


STEALS: 


DROPS: 


STEALS: 


DROPS: 


ENEMIES 


Temple of Enlightenment (Entrance) 

Before heading into the temple, be sure to use the platforms to double back to the trea¬ 
sure chest in the middle of the area so you can pick up another valuable Slot Seed. 




GIGANTES 




__ Treasures^ _ 


A. Slot Seed—Ride the platforms to the middle of the area 

B. JEWELS OF WISDOM X6—RIDE THE PLATFORMS TO THE FAR RIGHT 


Square of Eternity 

The Square of Eternity will introduce you to switches on red blocks that move large 
rows of blue blocks to allow you to reach new areas. Many times, these rows of blocks 
will have more than two set positions—you can’t hit the switch once, then hit it again 
and expect it to go back to its original position. 

In this first area, your goal is to make it to the northern rim of the upper level, which 
has doors on either side. The path there is quite simple, but if you choose to explore 
the area for treasure first, be careful about one thing: if you made your way toward the 
Forbidden Explosives treasure chest on the lower level by pressing the switch west of 
the entrance, hit the switch two more times afterward so that you leave the platforms 
in an upward (vertical) posture. TheyTl need to be in that position for later in the 
level. (Our instructions assume that you’ll ignore the treasures for now; getting to the 
boss is hard enough, so you may want to save the treasure hunting for later.) 

To reach your first destination, the Precipice of Hopelessness, you don’t need to move 
any platforms. From the entrance to the Square of Eternity, head left and take the left 
elevator pad up, then follow the path left to a descending pad. (The descending pad on 
the path to the right will take you to a treasure chest containing six Spent Magic En¬ 
gines. From there you can ride another pad to a treasure chest that holds a Gravestone 
of Fear.) Follow the walkway to a wide area and take another elevator pad upward, 
then head toward the huge green door on the left. 


laiiai 

9,640 


Aerial 

Lanin 

Fire 


— 


Purgatory Ore 


Necrosis Mold 


Poisonous 

Bones 

Poison Oil 

Toxin butterfly 
Scales 

Necrosis Mold 
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Aerial 


Water 


Glacial Ice 


Sealing Stone 


Spent Magic 
Engine 


Magic-Sealing 

Feather 


Sealing Stone 


Aerial 


Wind 


Fujin Drum 


Fairy’s Cradle 


Demon 

Sculpture 


Sandman’s Seal 


Nightmare Seal 


Fairy’s Cradle 


Aerial 


Earth 


Mother 
Nature's Spirit 


Ancient Statue 


Gorgon Mask 


Living Gypsum 


Stone Beast’s 
Fang 


Ancient Statue 


Spirit Magic 


none 


Pandora’s Box 


Cape of 
Illusions 


Pandora’s Box 


Ruin Mask 


Forbidden 

Explosive 


Spirit Magic 


Earth 


Ultra Paralysis 
Fluid 


Paralyzing 

Thorn 


Roaring Iron 
Claw 


Paralyzing 

Thorn 

Sealing Stone 


Mother 
Nature's Spirit 


Treasures 


Treasures 


A. FORBIDDEN EXPLOSIVES X6—ACTIVATE THE SWITCH ON THE LEFT 
TWICE AND RIDE THE ELEVATOR PAD DOWN TO A CHEST 

B. Spent Magic Engine x6—Lower-left corner 

C. Gravestone of Fear—Lower-left corner 

D. Slot Seed—In the treasure chest that you can see in front of 

YOU AS YOU WALK INTO THE AREA. HEAD TO THE LEFT, THEN GO UP 
AND TO THE RIGHT, THEN DESCEND TO THE ORIGINAL LEVEL AND HIT 
A SWITCH TO SWING THE PLATFORM TO IT. 

E. Sealing Stone x3—Same direction as the Slot Seed—on the 

RIGHT NEAR THE WALL 


A. DEATH POWDERX5—TAKE THE ELEVATOR PAD UP, THEN STEP OFF IT TO THE 
RIGHT AND GO DOWN THE SHORT STAIRCASE TO THE TREASURE CHEST. 


The Corridor of Timelessness, part i 


You don’t have to spend 
much time in here right 
now; walk to the save spot 
and use the switch to reach 
it, then continue east to a 
staircase and onward to 
the next outdoor area, the 
Valley of Loneliness. Don’t 
worry about hunting down 
the items here at this point; 
you’ll be spendingp/enty of 
time in this area very soon. 


F. 10,000G—TREASURE CHEST ON THE BOTTOM LEVEL NEAR THE RIGHT 
CORNER 


The Precipice of hopelessness (LowerArea) 

Once you’re outside, ride the elevator pad up and step off to the left. Walk over to the 
gray tile and switch on the platform in the recessed part of the wall. You won’t be able to 
do anything more with it now; it creates a walkway higher up for later on. Return to the 
lower level and continue west to the stairs that lead to the Corridor of Timelessness. 


ifi 


. 


77P 




J h. 
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Beast 


Water 


Beast King’s 
Claw 


Replica Staff 


Living Brass 


Unicorn’s Horn 


Forbidden 

Explosive 


Spirit Magic 


None 


Brass Key 


Cape of Illusion 


Round Spirit 
Stone 


Paralyzing 

Thorn 


Sealing Stone 


Purgatory Ore 


Treasures 


ENEMIES 


A. Orichalcum — See the sidebar "Forging with Orichalcum" 

B. Star Absorber x3 — Ride the elevator pad north of the save 

LOCATION, THEN ACTIVATE THE BLOCK SWITCH. RIDE THE ELEVATOR 
PAD BEHIND THE SWITCH UP TO THE TREASURE CHEST. 


c. Angel Guard (ailment resistance) — Before heading out to the 

VALLEY OF LONELINESS (UPPER AREA), GO NORTH THROUGH THE SIDE 
HALLWAY TO FIND THE TREASURE CHEST. 

D. CAPE OF ILLUSION X6 — BEFORE HEADING OUT TO THE PRECIPICE OF 
HOPELESSNESS (UPPER AREA), CONTINUE PAST THE DOOR TO FIND THE 
TREASURE CHEST IN AN ALCOVE. 

E. Godly dragon Tears — head past the entrance to the next /1 

AREA AND CLIMB THE SHORT STAIRCASE TO THE TREASURE CHEST. J . 


The Valley of Loneliness (Lower Area) 

You’ll appear back outside in an area called the Valley of Loneliness near a 
large staircase. Head down it and walk up to the nooks in the wall. Notice the 
gray tiles on the floor—step in front of each to activate the adjacent platform. 
Again, you won’t be able to ride these platforms; they create walkways above 
for later on. You’ll also notice that one of the switches turns on the power to a 


pad, but the pad isn’t there—you’ll take care of that later. 


After you’ve activated all three platforms, continue through the door to the left to return to the Square of Eternity; this might be 
a good time to leave the temple and return to the shopkeeper on the White Boa to stock up on supplies. Don’t worry; when you 
return, everything will be exactly as you left it. If you’re ready to proceed, go back up the stairs the way you came and return to the 
Corridor of Timelessness. 



the Corridor of timelessness, part 2 

Things get much trickier now. You’ve been to the lower levels of both the Precipice of Hopelessness and the Valley of Loneliness; your 
goal now is to get back outside to the upper levels of the two areas. The Corridor of Timelessness is much more complicated than the 
Square of Eternity. The best way to navigate this section is to remember what route you took starting from the save location; it’s a 
good centrally located landmark to help you keep your bearings. 

It’s easiest to go to the upper area of the Valley of Hopelessness first. To reach the door in the southeast part of the chamber, ride the 
elevator pad northeast of the save location, then activate the block switch so that it swings toward the south. Then take the elevator 
pad in the north and proceed to the door on the right. 
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TO THE VALLEY OF LONELINESS (UPPER AREA) 

Your goal in this area is to snag the Jasper of Loneliness, one of the two items necessary to make it into the boss's chamber. First, 
walk to the far east of the ledge and ram the elevator pad off its precarious perch. Then go back toward the door and climb down the 
ladder across from it. If you remembered to hit all the gray switches below, you should be able to walk across the stationary elevator 
pads and pick up the Jasper of Loneliness. Before you climb back up the ladder, be sure to get the Magical Lock Key down the nearby 
staircase next to the ladder; with it you can access more-difficult challenges in the Backyard. Now head back into the Corridor of 
Hopelessness. As you return to the save location, activate the one block switch you hit on the way out—you'll need it in its original 
position to continue. 




To the Precipice of hopelessness (Upper Area) 


Head to the elevator pad northwest of the save location and take it to the upper level (you'll need to walk around the pillar to reach 
the pad). Walk through the beam of energy that's suspending an elevator pad above you. Hit the nearby block switch once so that the 
adjacent blocks create a walkway to the right. Make your way to another elevator pad to the northeast. Before stepping on it, however, 
be sure to hit the block switch that's only a few steps away (blocking the path you just came from). Now ascend via the elevator pad, 
and walk to the elevator pad you crossed under previously. Ride it down, then hit the nearby block switch to move the blue blocks into 
a third, higher position. Step back onto the elevator pad you just rode, and ride it up to the entrance of the Precipice of Hopelessness, 
which will be just to your left. 








































































After saving, retrace your steps 
toward the door to the Precipice of 
Hopelessness, but this time take the 
ascending elevator pad to the high¬ 
est level of the map. From there you 
can easily make your way around the 
perimeter of the chamber to the 
altar where you must place the two 
jewels. An elevator pad will rise 
in the middle of a platform behind 
the altar—walk toward it and hit the 
block switch to reach the platform. Step 
on the pad to descend deep into to the Altar of Truth, 
where the Legendary Spirit Sorcerer Fu awaits. 


Hopefully you activated the elevator pad we pointed out earlier—its 
the only obstacle between you and the Emerald of Despair, the other 
item youTl need to unlock the boss's chamber. If so, you can reach the 
ladder that takes you to the jewel below. There aren't any items to pick 
up out here, so you're ready to proceed to the boss. 




THE CORRIDOR OF TIMELESSNESS, PART 3 


Getting to the boss is a piece of cake from here, but be sure to 
save first. Now that you can ride the descending elevator 
pad on the west side of the Corridor of Timelessness, 
getting down to the save location is much easier. 

Just descend, activate the block switch 
twice, and ride the descending elevator to 
the north down to the save spot. 
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LEGENDARY SPIRIT SORCERER FU 


"QuickTipsi 


Suggested party Level 


RECOMMENDED RING 


| Gravity Ring 
Sorcerer Ring 
| aneira Ring 
Soulsucker Ring 
Demon King Ring 


RECOMMENDED SKILLS 


Persistence (Tolten) 

Absorb Magic 
(Talisman) 

Absorb Attack 
(Amulet) 

Freeform 
(General's Pen) 

Magic Defense boost 2 
(Elfin Charm) 

Mental Stability 1 
(LEARN FROM COOKE) 

LUCKY 0 MAGIC DAMAGE 
(Mimint Ear) 

Auto barrier 

(ROYAL EMBLEM) 

Auto Shield 
(Golden Gauntlet) 

Auto HP Recovery 
(White Charm) 


! Boss Prep] 




Stats 


LEGENDARY 
SPIRIT SORCERER FU 


HP: 

22,400 

TYPE: 

SPIRIT MAGIC 

ELEMENT: 

EARTH 

— 


STEALS: 

Si O I SEED 



DROPS: 

Si O I SEED 


— 


— 


— 


Obsidian Miasma 


HP: 

16,800 

TYPE: 

SPIRIT MAGIC 

ELEMENT: 

NONE 

— 

— 

STEALS: 

— 


— 

DROPS: 

NEW BACKYARD 
JOURNAL 


— 


— 


— 


Reverse Soul 


HP: 

22,400 

TYPE: 

SPIRIT MAGIC 

ELEMENT: 

WIND 

— 

— 

STEALS: 

— 


— 

DROPS: 

— 


— 


— 


— 


M ack must be in the active party; fill the rest of your ranks with immortals. Every immortal should 
know Absorb Attack and Freeform, as well as every skill that can protect against non-elemental 
magic, particularly Absorb magic. Fu can dispel your All-Barricadus and All-Shield spells, so equip 
Auto barrier and Auto Shield to give your team some protection he can t quash, in the later stages 

OF THE BATTLE, YOU MUST BE ABLE TO INFLICT A LOT OF DAMAGE IN A SHORT AMOUNT OF TIME. THE SORCERER RING 
AND OTHER SPIRIT KILLER RINGS WILL HELP TAKE FU OUT, WHILE RINGS THAT ABSORB HP WILL HELP KEEP YOUR 
FIGHTERS ALIVE. 


Boss Tactics a 

L egendary Spirit Sorcerer fu has only a small set of moves that he'll use throughout the battle, 

BUT IN COMBINATION THEY CAN BE BRUTAL. IN ADDITION TO A BASIC STRIKE, HE'LL UNLEASH THREE WAVES, AN 
ATTACK THAT DEALS MASSIVE PHYSICAL DAMAGE AGAINST ANY COMBINATION OF ALLIES, INCLUDING TWICE OR ALL 
THREE TIMES AGAINST THE SAME ALLY. FU HAS A COLLECTION OF EFFECTIVE STAT-CHANGING MOVES—ALL-RISE WILL 
BOOST HIS AND HIS FELLOW ENEMIES' STATS, WHILE ALL-FALL WILL LOWER YOUR ENTIRE PARTY'S STATS. DON'T BOTHER 
TRYING TO BOOST YOUR STATS TO COMPENSATE—HE'LL CAST DELETE-ALL TO WIPE THEM ALL AWAY. HE'LL ALSO CAST 
SHUFFLE, WHICH JUMBLES THE POSITIONS OF YOUR PARTY—IT'S EASY TO DEFEND AGAINST FOR IMMORTALS WHO 

know the Freeform skill, and mack can be effective from both the front and back row. 


“ CONTINUED 


BONUS FEATS 





















Boss Tactics 


UWf: 

, 


CONTINUED 


A ll of these attacks are only table-setters for Fu's uber-attack, ElALBERD of the LlEAVENS. Fu will 

LAUNCH HIMSELF INTO THE AIR, THEN CRASH INTO YOUR PARTY WITH ALL HIS MIGHT. THIS IS WHERE THE ABSORB 

Magic skill comes into play—without it, Fu could wipe out your entire party in an instant; with it, 

YOU STAND A GOOD CHANCE OF GETTING WIPED OUT IN AN INSTANT. FRANKLY, MACK DOESN'T STAND MUCH OF A 
CHANCE TO STAY ALIVE FOR LONG WITH THESE ODDS—YOU MIGHT HAVE TO DO MOST OF THE BATTLE WITHOUT HIS 
SERVICES. IF YOU DO TRY TO KEEP HIM FRESH, USE GODDESS MEDICINE TO REVIVE HIM—IT'S FASTER THAN CASTING 
REVIVE, AND IT RESTORES MORE HV THAN AN ANGEL'S PLUME. 

The fight against Sorcerer Fu comes in several stages, lie'll begin the battle by summoning an Obsidian 
Miasma, the same character that took spiritual possession of mack in the Crimson Forest. The Miasma 

WILL PERFORM OBSIDIAN SIGH, WHICH HITS AN ENTIRE ROW AT ONCE; IT'S NOT PARTICULARLY DAMAGING, BUT 
IF HE AIMS FOR THE FRONT ROW YOU MIGHT WANT TO HAVE MACK USE HIS WALLA SKILL TO REGAIN THE LOST GC 
RIGHT AWAY. ONCE YOU'VE DEFEATED THE OBSIDIAN MIASMA, SORCERER FU WON'T MISS A BEAT. EiE LL SUMMON TWO 
APPARITIONS CALLED REVERSE SOULS. THE REVERSE SOULS DON'T HAVE MUCH IN THE WAY OF ATTACKS, BUT WHEN 
THEY GET LOW ON EiP (OR WHEN SORCERER FU DOES) THEY WILL CAST SACRIFICE SELF, A SPELL THAT DESTROYS THE 
CASTER BUT HEALS FU AND CREATES A NEW REVERSE SOUL. IT TAKES TWO TURNS FOR THE REVERSE SOUL TO CAST 
SACRIFICE SELF; YOU MUST BE ABLE TO DO ENOUGH DAMAGE IN THAT TIME TO KNOCKOUT THE REVERSE SOUL BEFORE 
IT CAN GET THE SPELL OFF. CONCENTRATE ALL OF YOUR ATTACKS ON JUST ONE REVERSE SOUL AT A TIME, AND DON'T 
EVEN BOTHER TO ATTACK FU WHILE THE REVERSE SOULS ARE IN THE FIELD, AS THEY'LL JUST HEAL HIM RIGHT AWAY. 
YOU SELDOM HAVE TO RELY ON GETTING PERFECT RING HITS, BUT THIS IS ONE OF THOSE TIMES—YOU'LL NEED TO DO 
ALL THE DAMAGE YOU CAN EKE OUT EACH ROUND. 


After you've dealt with the Reverse Souls, you can go directly after Fu. ITe'll probably still have most 

OF HIS HV] WHITTLE IT AWAY WITH FORCEUS AND PHYSICAL ATTACKS. LiE WON'T HAVE ANY WAY OF HEALING HIMSELF 
AT THIS POINT, SO TAKE IT SLOW AND FOCUS ON KEEPING YOUR OWN TEAM ALIVE. 
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Boss Post-Mortem 


Once you've taken care of Legendary Spirit Sorcerer Fu, you may have a little 
unfinished business in the Altar of Truth. If you received the Enchanted Mask 
from the merchant in Saman, take it up to the altar. You'll have to go back to 
Saman to collect your reward. Also, if you've spoken with the boys in the Katyla 
Family House in Numara to learn about the “What the Cursed Mask Guards'' 
treasure hunt, you'll find it right at the alter—you'll earn the Phoenix Discus 
and Phoenix Ring. 

Remember that you don't heal after the boss battle, and it's a long way back to the 
entrance. Be sure to heal up before beginning the trek back to safety. 



■ ' n , w M -- ■ ■ 


■Forging.with Orichalcum 



W HILE IN THE CORRIDOR OF TIMELESSNESS, YOU SHOULD DEFINITELY 

pickup the Orichalcum. it looks like a ring component, 

BUT IT'S ACTUALLY USED TO FUSE A SPECIAL WEAPON. THERE'S ONLY 
ONE OF THESE ITEMS IN THE GAME, SO DON'T MISS IT. FROM THE SAVE 
LOCATION, GO NORTH TO THE ELEVATOR PAD IN THE MIDDLE OF THE 
ROOM. TAKE THE ELEVATOR PAD UP, THEN HOP ON THE ONE RIGHT IN 
FRONT OF IT ON THE NEXT LEVEL. WIND YOUR WAY BACK UNTIL YOU'RE 
RIGHT ABOVE THE SAVE LOCATION TO FIND THE TREASURE CHEST. 


IF YOU HAVEN'T BEEN BACK TO THE IPSILON MOUNTAINS MINING SITE 
IN A WHILE, YOU MAY BE SURPRISED TO FIND AN OLD BLACKSMITH 
LOITERING ALONE IN ITS UPPER REACHES. TAKE THE ORICHALCUM TO 
HIM TO HAVE HIM FORGE A WEAPON FOR EITHER KAIM OR SETH. THERE 
ISN'T ENOUGH MATERIAL TO MAKE TWO SWORDS, SO YOU'LL HAVE 
TO CHOOSE THE CHARACTER WHO DESERVES IT MOST. IF YOU OPT 
TO HAVE THE WEAPON MADE FOR KAIM, THE BLACKSMITH WILL 
CREATE DURANDAL ALONG WITH THE DURANDAL RING. IF YOU 
DECIDE THAT SETH NEEDS A BETTER SWORD, 

THE BLACKSMITH WILL FORGE THE 
WHITE IGNIS AND THE IGNIS RING, 
v YOU REALLY CAN T GO WRONG 

- EITHER WAY— BOTH WEAPONS 

ARE AMAZING, AS ARE THE 

\ RINGS. 1 I 


CHARACTERS 


GAME BASICS 


BONUS FEATS 


APPENDICES 



j? C* n _ 

* 

__ 

m _ —M— f 

* v 































BONUS FEATS 



COLLECTIONS 



T he world of lost Odyssey is teeming with collectables. Observant and persistent adventurers will 

REAP HEFTY REWARDS IF THEY CHOOSE TO COMPLETE THE GAME'S COLLECTION SETS. TO GIVE YOU A LEG UP, WE'VE 
ASSEMBLED ALL THE DETAILS YOU'LL NEED TO HUNT DOWN ALL THE LOOT. WE'VE INCLUDED EVERYTHING YOU'LL NEED 
FOR THE CUBIC MUSIC SCORE CHALLENGES, INVISIBLE TREASURE CHESTS, TREASURE HUNTS, AND TOLTEN'S QUESTS FOR 
THE ROYAL SEALS. 


i 


CUBIC MUSIC SCORE CHALLENGES 


tm 


T une in to the Cubic Music Score minigame event, where you can win a grab bag of good items, weapons, 

AND SPELLS. THE CUBIC MUSIC SCORE EVENTS AREN'T DIFFICULT, EVEN FOR THE MUSICALLY UNTRAINED. THE MUSICIAN 
WILL DISPLAY SETS OF FOUR OR FIVE LETTERS; YOU MUST PLAY THE NOTES THOSE LETTERS REPRESENT BY ATTACKING CUBES 
IN A BATTLE-LIKE SEQUENCE. THE CUBES LETTERED A THROUGH G REPRESENT THE NOTES A THROUGH G; AN R REPRESENTS 

the Rest Cube at the end. Don't worry about the speed of your party—they'll play the notes in the same 

ORDER THAT THEY WERE ASSIGNED. IF YOU GET ALL THE NOTES RIGHT, YOU'LL GET A GOOD PRIZE. IF YOU MISS A NOTE, 
YOU'LL HAVE TO START OVER FROM THE BEGINNING. 

The first time you'll meet one of the Cubic Musicians is in the city of Numara. He'll give you your first 

SHEET MUSIC SO YOU CAN TRY OUT THE CHALLENGES RIGHT AWAY, BUT AFTER THAT YOU'LL HAVE TO FIND THE REST ON 

your own. There are nine sets of sheet music in all; the Cubic Musicians scattered through the game will 

KEEP TRACK OF WHICH SONGS YOU'VE PLAYED. 




CUBIC MUSIC SCORE 1 



LOCATION 


SPEAK TO ANY CUBIC MUSICIAN. 

(The first is in Numara-White 

SQUARE; DISC 2) 


NOTE PATTERN 




CEGC 


t 


FORCE (LV1 BLACK MAGIC SPELL) 

===== 


□ 


CUBIC MUSIC SCORE 2 

M|;:u Tj 

- - * si ' 

- X m . 

' * „ " .. K fc * * 

A 

Ya. * 


LOCATION 


Crimson forest - Sorcerer's Shrine - 
Dungeon Shrine (Open the treasure 
chest.) 


NOTE PATTERN 


DAAD 


o 


Dodger (Lvi Spirit Magic spell) 

- — ~ 


— 



LOCATION 


Numara palace - Corridor Garden 
(Open the treasure chest.) 


NOTE PATTERN 


ERGFEDCR 


i 


KELOLON BADGE (ACCESSORY FOR EVADE 
UP SKILL) 

- 
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CUBIC MUSIC SCORE 4 


CUBIC MUSIC SCORE 5 



X } | IBS 

SJ . vfe 

‘t*! SSv 1 

LOCATION 


LOCATION 

ii 

Northern Cape (Take the right 


ICE CANYON - ICE GORGE (SLIDE DOWN 


FORK IN THE PATH, THEN EXAMINE THE 


THE ICY HILL IN BLIZZARD PEAK TO REACH 


GLOWING SPOT ON THE GROUND.) 


THE PATH TO THE TREASURE CHEST.) 


NOTE PATTERN 


NOTE PATTERN 


GEGBA GFDCR ] 


DAEF DRARGEDR | 


REWARD 


REWARD 


WIND CHARM (ACCESSORY FOR WIND 


Toughness brooch (Accessory for HP 


RESISTANCE UP SKILL) 


Max up 2 skill) 




LOCATION 


BURNING CAVE - PATH OF POISON MIST 
(WALKALONG THE FAR-LEFT PATH TO THE 
TREASURE CHEST.) 


NOTE PATTERN 


CCGG AAGRFFEE DDCR 


64 Caliber Magic Rifle 






LOCATION 


NOTE PATTERN 


REWARD 


CUBIC MUSIC SCORE 8 


I NUMARA PALACE - QUEEN'S CHAMBER 
(OPEN THE TREASURE CHEST BEHIND THE 
OVERSIZED VASE.) 


| GBAD GABG DRGD EAGA BEBE 


I Elfin Charm (Accessory for Magic 

DEFENSE BOOST 2 SKILL) 



I REERDRCDEGABFEDEBAGE CCDEARED I 



I Sunderch Glasses (Special item to see 

INVISIBLE TREASURE CHESTS) 




















































































INVISIBLE TREASURE CHESTS 


m Id 



REWARD 


INVISIBLE CHEST 3 


INVISIBLE CHEST 2 


H idden throughout the world are invisible treasure chests, mostly in areas that you completed 
PREVIOUSLY. THE treasure chests mostly contain powerful spells and spellcasting skills. To see them 
you'll need a special item called the Sunderch Glasses, which causes invisible chests to shimmer into view. 
The only way you can acquire the Sunderch Glasses is to win them from a Cubic Musician by completing 
Cubic Music Score 9. You can find Cubic Music Score 9 in the pirate Fortress—make that your first 

DESTINATION AFTER ACQUIRING THE WHITE BOA. 


I UHRA - RESIDENTIAL AREA (GO 
THROUGH THE COURTYARD NEAR THE 
PLAYING KIDS.) 


I ZEPHYRUS (LV8 WHITE MAGIC SPELL) 

■ ■ - - 2 - -I- --- 


IPSILON MOUNTAINS - PEAK (STEP JUST TO 
THE RIGHT OF THE SAVE LOCATION.) 


FORCEUS (LV8 BLACK MAGIC SPELL) 


LOCATION 


IPSILON MOUNTAINS - NEAR MOUNTAIN 
HUT (LOOK IN FRONT OF THE LARGE 
ROOTS TO THE SOUTHEAST OF THE HUT.) 


COVERUS (LV8 WHITE MAGIC SPELL) 




I Sorcerer's Shrine - Altar of the 
Abyss (Return to the altar where 
the Obsidian Miasma boss was.) 



Cursed Crest (Accessory for lvs Spirit 
magic SKILL) 



REWARD 


LOCATION 


Old Sorceress' Mansion (Go through 

THE GATE IN FRONT OF THE MANSION 
AND TURN RIGHT.) 


MASTER EARRINGS (ACCESSORY FOR LV8 
BLACK-WHITE MAGIC SKILL) 
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D uring your journey, you'll encounter quite a few people eager to tip you off about the locations of 

HIDDEN ITEMS. THESE TREASURE HUNTS PROVIDE AN OPPORTUNITY TO PICKUP ALL KINDS OF EXCELLENT GOODS. 


you'll first learn of treasure hunts in Mountain village Tosca, where you'll receive a Magic-Powered 

LOCATOR THAT ALLOWS YOU TO HONE IN ON HIDDEN TREASURES—THEY'LL SHOW UP AS ORANGE DOTS ON YOUR MAP. 
FOR THE TREASURES TO SHOW UP, YOU MUST FIRST RECEIVE A CLUE BY TALKING TO PEOPLE. THE TREASURES THEMSELVES 
ARE INVISIBLE, BUT YOU'LL KNOW WHEN YOU'RE IN THE RIGHT PLACE WHEN YOUR CONTROLLER STARTS TO RUMBLE. YOU 
CAN UPGRADE YOUR MAGIC-POWERED LOCATOR TWICE—ONCE IN THE GREAT ANCIENT RUINS AND AGAIN IN THE PIRATE 

Fortress—allowing you to discover even better treasures. Keep track of which treasures you've received 

CLUES FOR AND WHICH ONES YOU'VE FOUND IN THE ITEMS MENU UNDER TREASURES. 




I VIRUS (LV4 SPIRIT MAGIC SPELL) 


MAGIC LOCATOR LEVEL: 


TREASURE LOCATION 


REWARD 


THE BIRD S SHINY TREASURE 


% i T in 


IhJIy 

’■nmpfchlrg - F rauid bn j-y-h'-q. c* 
fcnultjr I burr le :M. ya. 


TIP LOCATION 


Mountain village Tosca - Toltys inn 


Old Sorceress Mansion (On the left before entering the 
mansion) 



' I LliY JUT” 

ri jn ■* rr s 


jail f kuc k ■“.■j'-rul Irlrkrl 4-#rr ctp. I ■¥*-! !iiuiy rur-ing 
rrg^Ll^r rn p- ri, ;l h** mha l| mlghl Tllll hr (bi;rp 


THE BLACK CAVE S MYSTERIOUS TREASURE 


MAGIC LOCATORLEVEL: 
TIP LOCATION 


DEENO FAMILY HOUSE 


TREASURE LOCATION 


THE BLACK CAVE - THE GREAT HALL OF FOUL CREATURES 


| Curse blocker (Accessory for Anti-Curse skill) 



REWARD 


MAGIC LOCATORLEVEL: 


TIP LOCATION 


CITY OF SAMAN - MAIN STREET (AFTER COMPLETING TALIO SIDE 
QUEST IN DISC 3 OR4) 


TREASURE LOCATION 


PORT OF SAMAN (AT THE VERY END OF THE DOCK) 


| SPLITTER (LV5 SPIRIT MAGIC SPELL) 
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KING OF THE GLACIERS 



City of Saman - emelo's Tavern (Disc 3 or 4) 


ice Canyon - ice Gorge 


TIP LOCATION 


TREASURE LOCATION 


vou'r* Nfidkni for Mu let Cartoon, *r*n you? M*jte yew car. m t ikit 


MAGIC LOCATOR LEVEL: 


Water Charm (Accessory for Water resistance up skill) 



fr: 




MAGIC LOCATORLEVEL: 


TIP LOCATION 


Gohtza- Low Town - Abandoned Apartment (When 

FROZEN OVER) 


TREASURE LOCATION 


Gohtza- Low Town 


|| SCROLL OF BALANCE (ACCESSORY FOR SLOT HIT SKILL) 


AN ITEM AT THE HOT SPRING 



5aa*m ng v * ^hich K d^d wee h*#r *bnui ihs bo* of ifir.y iufcPHe*? :i r*u 
Iru-g. (hi' spring 1% pupryan#- was running, In hPr*. 

'*m Vl - - 


MAGIC LOCATORLEVEL: 


TIP LOCATION 


GOHTZAN REFUGEE CAMP - MEDICAL TENT (AFTER DEFEATING 
DON LAPLOSS) 


TREASURE LOCATION 


GOHTZAN REFUGEE CAMP (DOWN THE LADDER NEXT TO THE HOT- 
SPRINGS POOL) 


| SPIRE COMMANDERAND SPIRE RING 





MAGIC LOCATORLEVEL: 


TIP LOCATION 


UHRA- MONORAIL - THE CENTRAL STATION (DISC 4) 


TREASURE LOCATION 


UHRA - THE CENTRAL STATION SQUARE (BELOW THE MONUMENT) 



































































SEWER JUNK 



*01 Tf'&i n mitLtri fltjeti., It 


TIP LOCATION 


TREASURE LOCATION 


THE GREAT GATE OF UHRA (DISC 4) 


uhra- Gongora's Mansion - Magic Experimentation labo- 
ratory (Next to Gongora's Diary) 


DEMON KING'S HORN AND DEMON KING RING 


MAGIC LOCATORLEVEL: 


I Uhra-Main Street (Disc 4) 

I uhra - back Alley - Sewers 

I Scroll of Secret Skills (Accessory for Skill hit skill) 



BYPRODUCT X (X4) 


REWARD 


REWARD 


5 ol oetce . Humir* U on* -e-r I m UI King 

ihnu:. flui p-vari a fj#-arr-1 u nation Ilk#- chn h.aii bard ij j 
pirs ALorg its. -s‘icrti Icjiij a-^c-. 1i s brrrt -said rial : hey had a 
bliieau'! Ifi a cawrrn. 


MAGIC LOCATORLEVEL: 


TIP LOCATION 


GOHTZA CITY - ELEVATED ENTRANCE (DISC 4) 


TREASURE LOCATION 


TERRACE CAVE (TOWARD THE CENTER OF THE CAVE) 


| Master Thief Tools (xi2) 


MAGIC LOCATORLEVEL: 


TIP LOCATION 


Uhra-virno's Tavern (Disc 4) 


TREASURE LOCATION 


Uhra - Main Street (Behind the inn) 
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ART PIECE FROM THE RUIN 



-j|', '*..uk.- v 

S ■■'WifA, I 

Villi- 1 # 

I'Mf hilffl of Ch*r<2t£ with pSrWirTUI iplrlt mi flic, li'fl bi 

* warier to %tf, I it uur*. 


MAGIC LOCATOR LEVEL: 


TIP LOCATION 


City of Saman - Audun's item Shop (Disc 3 or 4) 


TREASURE LOCATION 


The Great Ancient Ruins - Throne of Sun (Return to where 

YOU FOUGHT THE BOSS.) 


LUCENT DRAGON DISCUS AND LUCENT DRAGON RING 




REWARD 


REWARD 


MAGIC LOCATORLEVEL: 


TIP LOCATION 


CITY OF NUMARA - THELRAN'S INN (DISC 4) 


TREASURE LOCATION 


City of Numara- white Square (Next to the fountain) 


| REFRESHUS (Lv 7 SPIRIT MAGIC) 


MISSING MATERIALS 


iT.rix 




THE WHITE BOA - GUEST AREA (DISC 4) 


TREASURE LOCATION 


THE WHITE BOA - MAIN DECK 


| STAR ABSORBER (X3) 











































































WHAT THE CURSED MASK GUARDS 




REWARD 


f- 


MAGIC LOCATORLEVEL: 


TIP LOCATION 


City of Numara- katyla family house (Disc 4) 


TREASURE LOCATION 


Temple of Enlightenment - the Altar of Truth 


;|| phoenix Discus and Phoenix Ring 


j The White Boa- Engine Area (Disc 4) __ 


World Map (In the large central bay near the ice blockade) 


| Solomon Staff and Solomon Ring 



REWARD 


MAGIC LOCATORLEVEL: 


TREASURE LOCATION 


REWARD 


MAGIC LOCATORLEVEL: 


TIP LOCATION 


FORGOTTEN CAVE 


TREASURE LOCATION 


FORGOTTEN CAVE 


^NGE^ UAR^ACCESSO^^^^UAE ^^^SI^TANCESKILU^^^jl 


TIP LOCATION 


UHRA-VIRNO S TAVERN (DISC 4) 


WORLD MAP (EAST OF THE SEA OF BAUS) 


I Apocalypse rod and Apocalypse Ring 
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LIRUM S TREASURE 



Mountain village Tosca - "A Thousand years of dreams’ 
episode "The hero" 


Mountain village Tosca (Behind the waterfall) 


I Medusa's head (Anti-Petrify skill) 


MAGIC LOCATOR LEVEL: 


TIP LOCATION 


TREASURE LOCATION 


REWARD 



I GOHTZAN REFUGEE CAMP - MEDICAL TENT - "A THOUSAND YEARS 
OF DREAMS" EPISODE "SIGNPOST" (DISC 4) 


I CRIMSON FOREST (IN THE CLEARING BEFORE YOU DESCEND INTO 

the Chamber of Stone Tablets) 


I Ogre bangle (Accessory for Attack boost 2 skill) 



Mountain village Tosca - Tolty's inn - "A Thousand years of 
dreams" episode "So long, friend" 


Northern Cape 


Ailment void (LV3 Spirit Magic spell) 


uhra- Main street - "A Thousand years of dreams" episode 

"BEYOND THE WALL" (DISC 4) 


Old Sorceress' Mansion - Courtyard (On the right side of 

THE STAIRS LEADING TO THE HERMITAGE) 


BLAZING FIRE AMULET (ACCESSORY FOR FIRE PROOF SKILL) 


iDLicDvcrEd Tr*nur« Hunt i nfarm i Man ticcp In memory. 


MAGIC LOCATORLEVEL: 


TIP LOCATION 


TREASURE LOCATION 


REWARD 


SARAH S GIFT 


MAGIC LOCATORLEVEL: 


TIP LOCATION 


TREASURE LOCATION 


REWARD 























































ROYAL SEALS 



P RINCE TOLTEN MAY NOT BE THE PRIDE OF HIS FAMILY LINE, BUT HE CAN GROW STRONGER BY WALKING IN THE 

FOOTSTEPS OF HIS ANCESTORS. TUCKED AWAY IN VARIOUS LOCATIONS ARE ROYAL SEALS—GOLD OBELISKS BEARING THE 
MARKS OF THE UHRAN ROYAL FAMILY TOLTEN CAN UNLOCK THE SEALS TO FIND POWERFUL RINGS, AS WELL AS WEAPONS 
AND ACCESSORIES THAT ONLY HE CAN EQUIP (ALTHOUGH IMMORTALS CAN EQUIP THEM TOO, IF THEY LEARN HIS ROYAL 

Equipment skill). 

ONCE YOU'VE UNLOCKED ALL OF THE SEALS, YOU CAN RETURN TO THE RUINS OF THE UHRAN CASTLE TO FACE THE GOLDEN 
KNIGHT, AN EMBODIMENT OF THE FIRST KING OF UHRA. IT'S MORE OF A STORY EVENT THAN A BATTLE; JUST ATTACK THE 

Golden Knight for several rounds, then defeat the apparition by using the skill it gives you—Ultimate 

HIT—AGAINST IT. YOU'LL RECEIVE TOLTEN'S MOST POWERFUL SWORD, AGE OF THE KING, AS WELL AS THE KING RING. 




CRIMSON FOREST - MAZE OF 

Gloom (To the right of 

THE PATH LEADING TO THE 
SWAMP) 


The black Cave - helltrap 

(DOWN A NARROW DEAD-END 
PASSAGE HALFWAY THROUGH 
THE CAVE) 


ICE CANYON - SNOWY PLA¬ 
TEAU (Above the location 
OF THE FIGHT WITH DlNO- 
ZAORO) 


Burning Cave - path of 
Dankness (Through the 

FIRST CLOUD OF POISONOUS 
GAS TO THE FAR LEFT) 


ROYAL KNIGHT'S EMBLEM 
(ACCESSORY FOR HP MAX UP 4 
SKILL) 


Master Sword and Master 
ring 


Quad-Element Charm 
(Accessory for Elemental 

RESISTANCE UP SKILL) 


Royal Emblem (Accessory 
for Auto barrier skill) 


uhra- Gongora's Mansion 
- Courtyard (Outside the 

MANSION TO THE LEFT) 


The Great Ancient ruins 
-Astral Square (nearthe 

ENTRANCE PAST THE ASCEND 
ING PLATFORM) 


Uhra - Back Alley (In a 

DEAD-END ALLEY SHORTLY 
BEFORE CASTLE OF UHRA- 

Station Square) 


kelolon Village (In a 

SMALL DITCH ON THE FAR 
RIGHT SIDE OF THE VILLAGE) 


ROYAL KNIGHT'S SWORD AND 
ROYAL KNIGHT'S RING 


GOLDEN GAUNTLET (ACCES¬ 
SORY for Auto Shield skill) 


Quad-Element Amulet 
(Accessory for Nullify All 
Elements skill) 


Opens door to Secret Cave 


ROYAL SEAL 1 


ROYAL SEAL 3 


LOCATION 


location 


location 


location 


REWARD 


REWARD 


REWARD 


REWARD 


ROYAL SEAL 6 


ROYAL SEAL 7 


ROYAL SEAL 8 


LOCATION 


location 


location 


REWARD 


REWARD 


REWARD 


REWARD 
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T he memories of kaim's past are slowly returning to him, and the events he witnesses on his journey 

MAY CAUSE A LONG-FORGOTTEN SCENE FROM HIS PAST TO COME FLOODING BACK. THESE MEMORIES ARE COLLECTED 

in the "A Thousand years of dreams" series, you can read each story when it is unlocked, or select the 

STORIES FROM THE GAME S TITLE SCREEN OR WHENEVER YOU REST IN A BED. MANY OF THE STORIES ARE UNLOCKED 
DURING GAME EVENTS THAT ARE IMPOSSIBLE TO MISS, BUT SEVERAL CAN BE TRICKY TO FIND—YOU'LL NEED TO BE AT THE 
RIGHT PLACE AT THE RIGHT TIME TO ADD THEM TO YOUR COLLECTION. 


[# 

Title 

LOCATION 

Trigger 

1 1 

"Hanna’s Departure” 

UHRA-TOLSAN’S INN 

TALK TO THE INNKEEPER. 

1 2 

"A Hero’s Return” 

Uhra-Virno’s TAVERN 

WALK UP TO THE BAR. 

3 

"White Flowers” 

Uhra- Residential Area 

WALK TOWARD THE FAMILY ON THE BENCH. 

4 

“In the Mind of a captive” 

UHRA-VIRNO’S TAVERN 

After your first visit, re-enter the tavern and go upstairs. 

' 5 

"A Mother comes home” 

UHRA-VlRNO’S TAVERN 

Enter the bar a third time and talk to the manat the bar. 

1 6 

“Little Liar” 

Uhra - Monorail - The Central Station 

Speak to the fatherand daughter sitting on the bench. 

1 7 

“The Upstreamers” 

Ipsilon Mountains - Northern Ridge 

WALK TOWARD THE PEAK THROUGH DRIVING RAIN. 

1 8 

“They Live in Shells” 

Crater island - Numara Troop camp 

Examine kaim’s cell after getting ambushed at Grand Staff. 

1 9 

“The Talkative Mercenary” 

Numara- Main Street 

Cross the footbridge past the boy. 

| 10 

“DON’T FORGET Me NOW, YOU HEAR?” 

Numara - Canal Street 

WALKTHROUGH THE BAZAAR AREA. 

| 11 

"Letters from a Weakling” 

Numara - Main Street 

Descend the stairs toward the canal nearNalia’s item Shop. 

12 

“Evening Bell” 

Ghost town - City of Ruins 

WALK PAST THE FLOWER BED AFTER LlRUM’S FUNERAL. 

13 

“The Portraitist of the Dead” 

Numara - canal Street 

STAND ALONG THE RAIL NEAR THE TOP OF THE SOUTHERN BRIDGE 
(POST-FUNERAL). 

14 

“Elegy island” 

Crimson forest - Maze of Gloom 

LEAVE THE FOREST AFTER RESCUING MACK. 

15 

“Seth’s Dream Part i” 

GOHTZA- SOUTHERNMOST COAST 

Disembark the Slantnose on the shore. 

16 

“The Hero” 

Mountain Village tosca 

TALK TO THE OLD MAN NEAR THE MILL. 

17 

“The Bread of Grandma coto” 

Mountain Village tosca 

TALK TO THE MAN NEAR THE VILLAGE ENTRANCE. 

18 

“So Long, Friend” 

Mountain Village tosca - tolty’s inn 

Eavesdrop on the men at the top of the stairs. 

19 

“The Tragedy of the Butcher General” 

Black cave - Maze of darkness 

Examine the second soldier’s corpse. 

20 

“The Story of Old Man Greo” 

SAMAN - AUDUN’S ITEM SHOP 

TALK TO THE COBBLER. 

21 

“Seth’s Dream part 2” 

Saman Merchant Ship 

COMPLETE THE BATTLE WITH MANTALAS. 

22 

"BRIGHT RAIN” 

Saman - Main Street 

Visit the street merchant after returning from Experimental 

STAFF. 

1 23 

“The Ranking of Lives” 

GOHTZA- LOW TOWN (AFTER IT FREEZES 
OVER) 

Return to low town with the full party. 

| 24 

“The Village Closest to Heaven” 

GOHTZAN REFUGEE CAMP 

WALK TOWARD THE MIDDLE OF THE CAMP WITH THE FULL PARTY. 

25 

“Stones of Heaven” 

Gohtzan Refugee camp 

SIT DOWN AT THE FIRE (AFTER EARNING DREAM 24). 

26 

“Signpost” 

Gohtzan Refugee camp - Medical Tent 

TALK TO THE BOY ON THE COT (AFTER EARNING DREAM 25). 

pi 

“Beyond the wall” 

Uhra-Main Street 

After acquiring the nautilus, speak to the boy in the street. 

1 28 

"A Chorus of Cicadas” 

Ipsilon Mountains - valley road 

Return to the forest after acquiring the nautilus. 

| 29 

“Return of the native” 

Numara - Main Street 

Return to Numara after upgrading the nautilus. 

30 

“LOTTERY OF LIFE” 

City of Numara - Canal Street 

WATCH THE YOUNG THIEF STEAL FROM THE OLD SHOPKEEPER AFTER 

YOU UPGRADE THE NAUTILUS. 

| 31 

“The Queen’s Loneliness” 

City of Numara - palace facade 

COMPLETE THE SECOND BATTLE WITH GENERAL KAKANAS. 


-- : --- 











































































BONUS FEATS 


THE BACKYARD 



T he dreadful conditions in Gohtza have given rise to new diversions to help people forget the cold. 
One of the main attractions is the backyard, where great warriors come to display their fighting 

TALENTS. YOU, TOO, CAN COMPETE IN THE BACKYARD—20 CHALLENGES OF EVER-INCREASING DIFFICULTY AWAIT YOU. 

FOR each challenge there is a set of conditions for normal victory, as well as A SECRET BONUS CONDITION THAT 
WILL EARN YOU EVEN MORE PRIZES IF YOU CAN COMPLETE THEM. YOU CAN FIND OUT ABOUT THESE BONUS CONDITIONS BY 
FINDING BACKYARD-RELATED READING MATERIALS AND BRINGING THEM TO THE ATTENDANT IN THE BACKYARD. 


Star Exchange 


I N ADDITION TO THE PRIZES YOU'LL RECEIVE FOR WINNING 
BACKYARD BATTLES, YOU'LL EARN STARS YOU CAN CASH 
IN FOR ITEMS. YOU'LL EARN YOUR FIRST STAR JUST FOR 
COMPETING IN A BACKYARD EVENT, EARN A SECOND STAR 
FOR WINNING, AND NET A THIRD STAR FOR COMPLETING 
THE BONUS OBJECTIVE. MOST OF THE PRODUCTS ARE RATHER 
PEDESTRIAN, BUT IF YOU CAN GET THREE STARS ON EACH 
OF THE 20 MISSIONS, YOU'LL BE REWARDED WITH A GREAT 
WEAPON AND RING. 

5 STARS—FORBIDDEN EXPLOSIVES X4 


10 STARS- 


-CHOOSE ONE: 

HEALING TANKX3 
MANA BOTTLE X3 
Soul Medicine xl 


15 STARS—CAPE OF ILLUSIONS X6 


20 STARS—INVISIBILITY POTION X20 


25 STARS- 


-CHOOSE ONE: 

Heal Full x 3 
MANA PRIME X3 
AMBROSIA Xl 


30 stars—Forbidden Explosives xio 


35 STARS—CAPE OF ILLUSIONS X6 


40 STARS—INVISIBILITY POTION X20 


45 stars—Forbidden Explosives xl4 


50 STARS—CAPE OF ILLUSIONS X7 


59 STARS—BACKYARD WHITE BOOK 


60 STARS—SIDERITE SWORD AND SlDERITE RING 


LIGHT CLASS 


BONUS READING MATERIAL 

Backyard for Beginners 

(Location: Prize for winning first battle.) 


The kelolon Battalion! 



The first Kelolon battle shouldn’t be much of a problem. 
But wait till you see these guys’ brothers. 

DETAILS 

VICTORY PRIZE: BACKYARD FOR BEGINNERS 
VICTORY CONDITION: DEFEAT ALL ENEMIES 
BONUS PRIZE: SLOT SEED 

BONUS CONDITION: LET THE KELOLONS PERFORM 

Combination four+ times. 

ENEMIES 

kelolon Associate x 3 
HP: 1,540 
TYPE: KELOLON 

Element: water 
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Note 

Drop and steal items don’t exist in the 
Backyard. 


BONUS STRATEGY 

The Associates have more HP than run- 
of-the-mill Kelolons, but weathering a 
few Combination attacks by defending 
shouldn’t be too difficult. 

The Festival of Magic 



It’s a three-way battle between a pair of 
Kelo-Sisters and a pair of Wise Men. Be 
the last group standing when the battle 
is over. 

DETAILS 

VICTORY PRIZE: MANA BOTTLE X5 

VICTORY CONDITIONS: 

UP TO 2 PCS 
DEFEAT ALL ENEMIES 

Attacks not allowed 
Skills not allowed 

ITEMS NOT ALLOWED 
BONUS PRIZE: SLOT SEED 

BONUS CONDITION: DEFEAT ALL THE 
ENEMIES YOURSELF 

ENEMIES 

KELO-SlSTER 
HP: 770 

TYPE: KELOLON 

Element: water 

WISE MAN 
HP: 770 
TYPE: MAGIC 

Element: water 

BONUS STRATEGY 

You don’t have to take all the enemies out 
at once—just those on one side. Single¬ 
target spells are fast—have two magic 
users cast Grounda at either pair 
of enemies. 


Pure Gluttony 



Long-legged Explosive Bugs loom large 
behind weaker Magic Insects. The only 
important targets are the Explosive Bugs; 
you don’t have to squash the Magic In¬ 
sects unless you want to. 

DETAILS 

VICTORY PRIZE: POWER DRINKXlO 
VICTORY CONDITION: DEFEAT THE 

Explosive bugs 

BONUS PRIZE: SLOT SEED 
BONUS CONDITION: LET THE 

Explosive bugs prey on the magic 

INSECTS AT LEAST THREE TIMES EACH. 

ENEMIES 

Explosive Bug x 2 
HP: 4,110 
TYPE: ORGANIC 
Element: Wind 

MAGIC INSECT X 5 
HP: 1,120 
TYPE: ORGANIC 
Element: Wind 

BONUS STRATEGY 

You’re best off letting Explosive Bugs 
gobble up the Magic Insects, as it lowers 
the enemy GC. 


Two Eyeballs 



your sword. 


DETAILS 

VICTORY PRIZE: HEALING POTION X5 

VICTORY CONDITIONS: 

WIN WITHIN 10 TURNS 
DEFEAT THE EVIL EYE 

BONUS PRIZE: SLOT SEED 

BONUS CONDITION: DEFEAT AT LEAST 
FOUR WHITE DOGS BEFORE DEFEATING 

the Evil Eye 

ENEMIES 

Evil Eye 
HP: 2,670 

Type: Spirit Magic 
Element: None 

Cyclops 
HP: 1,240 

Type: Mechanical 
Element: None 

WHITE DOG 
HP: 1,360 
TYPE: BEAST 
ELEMENT: NONE 

BONUS STRATEGY 

Don’t even try to hit the Cyclops—if you 
defeat it, no more White Dogs will be 
summoned. Be sure to have the Anti- 
Petrify skill equipped! 


Puppet Master 



The Puppet Masters have the poor Con¬ 
trolled Ones at their mercy. Take down 
the Puppet Masters quickly before the 
Controlled Ones are trapped forever. 

DETAILS 

VICTORY PRIZE: SLOT SEED 

VICTORY CONDITIONS: 

DEFEAT THE PUPPET MASTERS 

Spare the Controlled Ones 

BONUS PRIZE: POISONOUS RED 
Snake x5 

BONUS CONDITION: WIN THE 
CHALLENGE IN 10 TURNS OR LESS 








































ENEMIES 


ENEMIES 


BONUS PRIZE: SLOT SEED 


PUPPET MASTER X 3 
HP: 770 
TYPE: MAGIC 
Element: None 


WILD WIND BALL 
HP: 1,880 
TYPE: MAGIC 
ELEMENT: WIND 


BONUS CONDITION: DEFEAT KING 

Owl first 

ENEMIES 


Controlled One x 2 
HP: 3,360 
Type: None 
Element: None 


Wild Fire ball 
HP: 1,880 
TYPE: MAGIC 
ELEMENT: FIRE 


KING OWL 
HP: 1,830 
Type: Aerial 
Element: Wind 


BONUS STRATEGY 

If your characters are strong enough, 
you should be able to target the Puppet 
Masters directly despite the GC. If not, 
get one clean hit on each Controlled 
One, then resume attacking the Puppet 
Masters. Remove the Counter skill to 
prevent accidentally knocking out any of 
the Controlled Ones. 


MIDDLE CL? 


BONUS READING MATERIAL 

Backyard Weekly 

(Location: Gongora's Mansion— 

Secret Cave) 


poor Little Kelolon! 



A couple of innocent Kelolons have been 
ambushed by some elemental monsters. 
Keep the sick Papa alive while knocking 
out the Kelolons' captors. 

DETAILS 

VICTORY PRIZE: KELO-VlTAMIN XlO 

VICTORY CONDITIONS: 

DEFEAT THE WILD BALLS 

Don't defeat the kelolon papa 

BONUS PRIZE: SLOT SEED 

BONUS CONDITION: KEEP THE 
KELOLON MAMA ALIVE 


Wild Earth ball 
HP: 1,880 
TYPE: MAGIC 
ELEMENT: EARTH 

KELOLON PAPA 
HP: 2,820 
TYPE: KELOLON 
ELEMENT: WATER 

kelolon Mama 
HP: 1,880 
TYPE: KELOLON 
ELEMENT: WATER 

BONUS STRATEGY 

Because Papa starts out the battle with a 
Poison condition, your impulse is to act 
quickly. Careful—if you kill the enemies 
too quickly you could end up striking the 
Kelolons by mistake. Have your party 



assail the Wild Balls from left to right— 
when the first enemy dies, your next ally 
will target the next enemy from the left 
instead of a Kelolon. 


art of Inner Sight 


The King Owl flaps its wings high above 
the battle. Bring him down to earth after 
laying waste to the Insector pawns lined 
up in front of him. 


INSECTOR X 5 
HP: 1,510 
TYPE: HARDENED 
Element: Earth 

BONUS STRATEGY 

You can't remove the status ailments via 
items, nor can you use spells, so magic us¬ 
ers aren't helpful in this fight. The Dark¬ 
ness status ailment doesn't mean that all 
your attacks will miss—keep targeting 
the King Owl and use Absorb Attack to 
fend off the Insector jabs. Remember that 
you're not on a round count. 

The Mantalas' Return! 



Mantalas and his cohorts don't like to 
get pushed around, so when you attack, 
they'll push back with powerful counters. 
Mantalas is the only vital target, so get to 
him before the others get to you! 

DETAILS 

VICTORY PRIZE: CURE-ALL X5 

VICTORY CONDITION: DEFEAT THE 
MANTALAS 

BONUS PRIZE: SLOT SEED 

BONUS CONDITION: DON'T LET ANY 
ALLY GET KO'D 


details 

VICTORY PRIZE: MONSTER BIRD'S 
PLUME XlO 

VICTORY CONDITIONS: 

DEFEAT ALL ENEMIES 
DARK STATUS 

Seal status 


ENEMIES 

MANTALAS 
HP: 4,180 
Type: Organic 
Element: water 

MANTA X 4 
HP: 960 

TYPE: ORGANIC 

Element: water 
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BONUS READING MATERIAL 

Biography of Backyard 

(Location: Terrace Cave—Defeat the 

Money-Money.) 
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Meat Eaters 


Against All Odds 


The fiery Balloons are full of hot air. Find 
a way to burst their bubbles. 


These monsters think they can go it alone, 
but they might need a little help from 
daddy. Make em extinct before they can 
call for backup. 

DETAILS 

VICTORY PRIZE: SOUL MEDICINE X3 

VICTORY CONDITION: 

UP TO THREE CHARACTERS 
DEFEAT ALL ENEMIES 

BONUS PRIZE: SLOT SEED 

BONUS CONDITION: DEFEAT THE 
RAPTOR BOSS 

ENEMIES 

RAPTOR X7+ 

HP: 1,000 
TYPE: BEAST 
ELEMENT: FIRE 


RAPTOR BOSS 
HP: 2,970 
TYPE; BEAST 
ELEMENT: FIRE 


BONUS STRATEGY 


BONUS STRATEGY 

Give the Mantas a taste of their own 
medicine with your own counter skills— 
they can’t counter a counter! Otherwise, 
load up on magic users and slam them 
with Ground spells and Force spells. 
Mantalas is in the front row, so take it out 
before it can wreak havoc with Toxin and 
Petrify ailments. 


Its a one-on-one grudge match between 
the Crown Prince of Uhra and a pitiful 
Khent soldier. May the best man win! 


DETAILS 

VICTORY PRIZE: HEAL FULL X3 

VICTORY CONDITIONS: 

TOLTEN ONLY 
DEFEAT ALL ENEMIES 

BONUS PRIZE: SLOT SEED 

BONUS CONDITION: DO NOT USE ANY 
ITEMS OR SPELLS 


ENEMIES 

DELINQUENT SOLDIER 
HP: 4,110 
Type: None 
Element: None 


DETAILS 

VICTORY PRIZE: FLARE BOMB X5 

VICTORY CONDITION: DEFEAT ALL 
ENEMIES 

BONUS PRIZE: PANDORAS BOXX5 

BONUS CONDITION: WIN THE FIGHT IN 
TWO TURNS OR LESS 


BONUS STRATEGY 


There’s a simple way to defeat all of the 
Balloons—let them do it to themselves. 
Cast All-Flare on the whole group of en¬ 
emies with your fastest magic user, then 
watch as they cast Flare Mine on them¬ 
selves. The next round, every one of them 
will cast Huge Explosion, removing them 
from battle one by one. Remember to 
equip the Absorb Fire or Fire Proof skills! 


This is similar to the battle with Don 
Laploss; the Raptors will call in allies for 
a while before fetching the big man. Go 
on the offensive only when you need to 
thin out the herd a little. Watch out for 
the Raptor Boss—he uses both Darkness 
and Toxin attacks. There’s no restriction 
on item use, so keep yourself healthy and 
fit until he arrives. 


Fireworks Night 


enemies 


BALLOON X 5 
HP: 1,370 
Type: None 
Element: Fire 


BONUS STRATEGY 

You might not be able to use healing 
items, but HP-absorbing rings do the job 
just fine. Your foe will attempt to inflict 
the Poison status ailment on Tolten; use 
the Antidote Brooch to prevent its effect. 

































Shared Frontline 



A Germ of Annoyance 



With your health in jeopardy and your 
backs against the wall, push back against 
the unknown horrors. This is a place for 
fighters only—no magic is allowed, and 
HP is at a premium. 

DETAILS 

VICTORY PRIZE: SLOT SEED 

VICTORY CONDITIONS: 

DEFEAT ALL ENEMIES 
POISON STATUS 
DIZZY STATUS 

Seal Status 

BONUS PRIZE: OCHRE EARTH AMULET 

BONUS CONDITIONS: DO NOT 
RESURRECT ANY FALLEN ALLIES 

ENEMIES 

Experiment No. 42 
HP: 800? 

TYPE: ? 

Element: ? 

GAINTOAD 
HP: 800? 

TYPE: ? 

Element: ? 

BONUS STRATEGY 

YouTl be fully in the dark about the 
enemies' stats. It's an all-or-nothing 
onslaught—beat them before the toxin 
beats you. Use Taunt in combination 
with HP Absorb to draw fire and keep 
the target ally healthy. Immortal recov¬ 
eries count as resurrections, so either 
beat them before the immortals come 
back or stick with an all-mortal lineup. 
The Persistence skill will give your fight¬ 
ers one more round of attacks before 
they fall. 


The Eastern Sage apparently likes playing 
with dolls—dolls that will attack any¬ 
thing that gets near him. Kill all the Doll 
Queens you want; the Neo Generators 
will make more. 

DETAILS 

VICTORY PRIZE: MANA PRIME X3 
VICTORY CONDITION: DEFEAT THE 

Eastern Sage 

BONUS PRIZE: SLOT SEED 

BONUS CONDITION: DEFEAT 15 OR 
MORE DOLL QUEENS 

ENEMIES 

Eastern Sage 
HP: 5,240 

Type: Spirit Magic 
Element: None 

doll Queen x 4+ 

HP: 1,130 
TYPE: MAGIC 
ELEMENT: NONE 

Neo Generator x2 
HP: 1,830 

Type: Mechanical 
Element: None 

BONUS STRATEGY 

Given the Eastern Sage's propensity to 
cast All-Seal, magic users aren't all that 
necessary in this fight. Keep a tally of 
how many Dolls you defeat so you don't 
lose track. The Neo Generators will 
hit you with status ailments only when 
they're not busy assembling more Dolls. 
Otherwise, just try to stay alive and 
watch out for the Eastern Sage's Shad- 
owus attack. 


Enter Kelolon Commander! 



The poor Kelolons just don't know when 
to stop. This time, a company of the large- 
helmeted lads aims to march all over you, 
while their commander supports them all 
the way (at a safe distance, of course). 

DETAILS 

VICTORY PRIZE: KELO-OlLXlO 

VICTORY CONDITION: DEFEAT ALL 
ENEMIES 

BONUS PRIZE: SLOT SEED 

BONUS CONDITION: DEFEAT THE KELO 
BRIGADIER CAPTAIN FIRST 

ENEMIES 

KELO BRIGADIER CAPTAIN 
HP: 6,780 
TYPE: KELOLON 

Element: None 

KELO-RANGER X3 
HP: 3,390 
TYPE: KELOLON 

Element: water 

BONUS STRATEGY 

The Kelo Brigadier Captain is well- 
defended by his front line of troops. 
Fortunately, Sed knows the way through 
to him. Have your immortals learn 
Lucky GC Ignore from the old pirate, 
then target the captain with their best 
attacks. Watch out! The Kelo-Ranger's 
Combination move is way stronger than 
you've ever seen it before. Not to worry, 
though—this might surprise you, but it 
won't kill you. Go get 'em. 
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Absence of immortals 



You don’t have to be a thousand years old 
to have a little fun—this fight is for the 
mortals only. You’ll be revisiting an old 
friend who’s learned some new tricks. 
There’s no hiding from this beast’s mas¬ 
sive attacks now! 

DETAILS 

VICTORY PRIZE: GODLY DRAGON 

Tears x3 

VICTORY CONDITIONS: 

All live mortals required 

DELEAT ALL ENEMIES 
BONUS PRIZE: SLOT SEED 

BONUS CONDITION: DON'T USE ANY 
SKILLS 

ENEMIES 

DlNOZAORO 
HP: 34,080 
Type: Organic 
Element: None 

BONUS STRATEGY 

The restriction for winning the bonus 
applies only to actual skill attacks— 
giving Mack and Cooke accessories to 
enable Black Magic spells will still earn 
you the Slot Seed. It’s a good idea to do 
just that—Forcea and Forceus are much 
more powerful attacks than either could 
muster physically. Dinozaoro loves to 
mess with your formation—Give Tolten 
the General’s Pen to keep him in the front 
row and keep your GC intact. 



BONUS READING MATERIAL 

New Backyard Journal 
(Location: Temple of Enlighten¬ 
ment—Altar of Truth; defeat Legend¬ 
ary Spirit Sorcerer Fu.) 


SUPER 
HEAVY CL A 


Light up the battlefield against a host 
of fiery balloons. Careful—eliminate 
one baddie, and another might just take 
its place. 

DETAILS 

VICTORY PRIZE: GODDESS MEDICINE X5 

VICTORY CONDITION: DEFEAT ALL 
ENEMIES 

BONUS PRIZE: SLOT SEED 

BONUS CONDITION: DON'T LET ANY 
ALLY GET KO'D 

ENEMIES 

BABALLOON X6+ 

HP: 5,760 
Type: None 
Element: Fire 

BONUS STRATEGY 

Just like in the earlier Fireworks fight, the 
trigger for getting the enemies to self- 
destruct is to douse them in fire. Cast All- 
Flarus in the first round to coax them into 
using Self Destruct (after first performing 
Mindus), then protect yourself by having 
the Nullify All Elements, Absorb Fire, or 
Fire Proof skill equipped. Any other form 
of attack will only make matters worse, as 
the Baballoons will resurrect fallen com¬ 
rades faster than you can take them down. 


Master ring user 



Time to face the ultimate ring chal¬ 
lenge. Pay attention to the directions the 
soldier gives, and repeat them with the 
appropriate ring attack or face the wrath 
of his pet dog. 

DETAILS 

VICTORY PRIZE: 30 HEALING 

Medicines 

VICTORY CONDITIONS: 

KAIM REQUIRED 

Skills not allowed 
Spells not allowed 

ITEMS NOT ALLOWED 
DEFEAT VETERAN SOLDIER 

BONUS PRIZE: WHITE CHARM 

BONUS CONDITION: DEFEAT SUBEL THE 
HOUND FIRST, THEN GALIS 

ENEMIES 

Veteran Soldier galis 
HP: 27,290 
Type: None 
Element: None 

SUBEL THE HOUND 
HP: 81,950 
TYPE: BEAST 
ELEMENT: NONE 

BONUS STRATEGY 

Have one of the support characters use 
a Poison Ring to hit the hound; have 
Kaim stay focused on Galis. Once Subel 
is defeated, you’re in for a fight. Galis will 
stop the ring-matching business and start 
wailing on you. Have Seth and Kaim at¬ 
tack as often as possible; Sarah and Ming 
should always defend; they’re just there 
as fodder to make sure the battle lasts 
long enough for the other two to do their 
business. 





























Manny fever 



Get your money's worth against a host of 
gambling goons. Heads you win. Tails ... 
well, watch your head. 

DETAILS 

VICTORY PRIZE: SLOT SEED 

VICTORY CONDITIONS: 

WIN WITHIN 10 TURNS 
DEFEAT ALL ENEMIES 
3+ SUCCESSFUL COIN TOSSES 

BONUS PRIZE: RUIN MASKX5 

BONUS CONDITION: 10+ SUCCESSFUL 
COIN TOSSES 

ENEMIES 

Money x4 
HP: 10,170 
type: None 
Element: Earth 


Kelolon battalion Head 



The Kelo-Thug is hardly a leader—he's 
kinda weak and prone to running away. 
The Kelolons might not know how to 
choose their officers, but they sure know 
howto choose their bodyguards. 


DETAILS 

VICTORY PRIZE: KELOLON HEART X5 

VICTORY CONDITION: DEFEAT ALL 
ENEMIES 

BONUS PRIZE: SLOT SEED 


BONUS CONDITION: DEFEAT THE KELO- 

Thug before he escapes 

ENEMIES 

Kelo-Thug 
HP: 2,320 
TYPE: KELOLON 
ELEMENT: NONE 



BONUS READING MATERIAL 

Backyard White Book 
(Location—Backyard; exchange 
59 stars) 


The immortal One 



All the practice and hard work you've 
put into your previous Backyard battles 
will do little to prepare you for the Im¬ 
mortal One. Buckle down for a long and 
difficult fight. 

DETAILS 


BONUS STRATEGY 

You can use Fire-element attacks to 
encourage the Moneys to do coin tosses, 
but the faster way is to have your im¬ 
mortals learn Slot Hit—they'll flip their 
coins every time. Don't worry about do¬ 
ing too much damage—they have plenty 
of HP and you don't have a lot of time to 
take it all off. 


BODYGUARD X2 
HP: 16,240 
TYPE: KELOLON 
ELEMENT: NONE 

BONUS STRATEGY 

You can use Taunt to keep the Kelo-Thug 
in battle, but you'll just be subjecting 
yourself to more Bodyguard brutality; 
instead use Break Hit against the Kelo- 
Thug and cross your fingers that you hit 
him before he takes off. 


VICTORY PRIZE: SLOT SEED 

VICTORY CONDITION: BEAT THE 
IMMORTAL ONE 

BONUS PRIZE: QUAD-ELEMENT SEAL 

VICTORY CONDITION: WIN THE BATTLE 
IN 30 TURNS OR FEWER 

ENEMIES 

IMMORTAL ONE 
HP: 175,000 
Type: Aerial 
Element: Earth 

BONUS STRATEGY 

For as challenging as the Immortal One 
is, the strategy to beat him isn't terribly 
complicated. Use the spell Divide, which 
does the same amount of damage as the 
caster's HP, and Reversa, which does the 
amount of damage the caster has lost. 

Put all of your immortals in your party 
so you don't have to spend time healing. 
Persistence and Magic Absorb will give 
your team a good shot at staying alive, but 
you'll still need a lot of luck. Just keep in 
mind that there isn't enough room in the 
world for another immortal! 
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T Tse Slot Seeds to increase the number of skills your immortals can equip simultaneously. Slot Seeds 

U CAN BE ACQUIRED IN A NUMBER OF WAYS, INCLUDING SEARCHING TREASURE SPOTS, COMPLETING SUB-QUESTS, AND 
f WINNING AT BACKYARD EVENTS. THERE ARE 48 SLOT SEEDS IN ALL; EACH OF THE FOUR IMMORTALS CAN USE A MAXIMUM 
L OF 12 OF THEM. SLOT SEEDS DON'T DO THEIR WORK AUTOMATICALLY; YOU MUST USE THEM ON A CHARACTER TO ADD THE 
I NEW SLOT. DON'T FORGET TO EQUIP A NEW SKILL AFTER USING THE SLOT SEED. 



I IPSILON MOUNTAINS—VALLEY ROAD 



Search in the yellow pot. 





LOCATION 


ipsilon Mountains—Mining Site 


On the second landing from the 

TOP, BREAKTHROUGH THE BLOCKS AND 
GO THROUGH THE SHORT CAVE TO THE 
TREASURE BOX ON THE LEDGE. 


DISC 1 






IPSILON MOUNTAINS 


PEAK 


DESCRIPTION 


The Grilgan will drop the Slot 
Seed when you defeat it in battle. 
(Alternatively, you can steal the 
Slot Seed during battle.) 




Sea of baus—beach of the wastes 

RAM THE MAGIC DEVICE LOCATED ON THE 
NARROW STRIP OF SAND IN THE MIDDLE 
OF THE AREA. 


SNEAK PAST THE SLEEPING SECURITY 
GUARD, THEN PRESS THE BUTTON ON THE 
FAR WALL TO OPEN A DOORAND REVEAL A 
TREASURE BOX. 



White Square 


NUMARA 


DESCRIPTION 


PLAY TAG WITH THE LITTLE GIRL NEAR 
THE FOUNTAIN. CATCH HER TO RECEIVE 
A PRIZE. 















































































Numara—Main Street 


Climb the ladder behind Ninn's 

BOUTIQUE, THEN CROSS THE CANAL AND 
DESCEND ANOTHER LADDER TO FIND A 
TREASURE CHEST 


LOCATION 


DESCRIPTION 



I Sorcerer's Shrine - Dungeon Shrine 


RUN PAST THE EARTH COLOSSI TO THE 
RIGHT OF THE BOSS DOORAND OPEN THE 
TREASURE CHEST. 


HEAD PAST LIRUM'S HOUSE TO THE FAR¬ 
THEST SECTION OF THE GHOST TOWN AND 
OPEN A TREASURE CHEST WITHIN A SMALL 
VESTIBULE. 


I GHOST TOWN 



I Numara palace—Corridor Garden 



Search a pot on the second floor 

OF THE GARDEN BEFORE ENTERING THE 
SECOND ELEVATOR. 





Speak to the girl next to the kelolon 

STATUE, THEN PUT WREATHS ON ENOUGH 
KELOLON STATUES IN TOSCA VILLAGE. 


I Tosca Village—T o lty's inn 





I SAMAN—HOUSE OF RlORDAN THE 
MERCHANT 



Search inside the pot at the rich 

MAN'S HOUSE. 



Samanese Merchant Ship (Experimen¬ 
tal Staff) 


AFTER DISEMBARKING FROM THE MER¬ 
CHANT SHIP, EXAMINE THE TREASURE 
CHEST AT THE END OF THE DOCK. 


LOCATION 


DESCRIPTION 
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ICE CANYON—SNOWY PLATEAU 


THE DlNOZAORO WILL DROP THE SLOT 

Seed when you defeat it in battle. 
(Alternatively, you can steal the Slot 
Seed during battle.) 


LOCATION 


DESCRIPTION 



Description 


Search the sparkling spot on the 

FLOOR NEAR THE BOXES IN THE FIRST 
FREIGHT CAR. 


I Aurora-Bound Train—Freight Car 




After witnessing Gongora's corona¬ 
tion, OPEN THE TREASURE CHEST NEXT 
TO THE SAVE POINT. 



PLAYING AS JANSEN AND MlNG, GO DOWN 
THE HIDDEN ALLEY TO FIND A TREASURE 
CHEST. 





DISC 3 


Gohtza Low Town—Backyard 


Description 


Kick one of the buckets next to the 

BACKYARD FIGHTING ARENA. 



LOCATION 


DISC 3 


* 






Old Gohtza—Eastern District (After 

IT FREEZES OVER) 




DESCRIPTION 


PLAYING AS JANSEN AND MING, SEARCH 
THE TREASURE CHEST THAT'S PARTIALLY 
OBSCURED BY DEBRIS ON THE TRAIN 
TRACKS. 


22 I DISC 4 | 



LOCATION 


UNDER THE SEA 


DESCRIPTION 


DIVE BELOW THE SURFACE AND EXAMINE 
THE RISING BUBBLES NEAR THE WESTERN 
SHORE OF UHRA. 
























































































































PIRATE FORTRESS 


LEARN OF SED'S MISSING CREWMEMBERS, 
FIND THEM AT THE SEA OF BAUS, THE SOR¬ 
CERESS' Mansion, and kelolon village, 

THEN RETURN TO THE PIRATE FORTRESS. 


LOCATION 


Description 




LOCATION 


Temple of Enlightenment 


Description 


RIDE THE PLATFORMS TO THE TREASURE 
CHEST IN THE MIDDLE OF THE FIRST AREA. 



I Temple of Enlightenment—Square of 
Eternity 


Open the treasure chest on the cen- 

TRAL LOWER PLATFORM. 


~29 f | DISC 4 



LOCATION 


Temple of Enlightenment 


DESCRIPTION 


LOOT THE LEGENDARY SPIRIT SORCERER. 



I Grand Staff—Mechanical Lift 



ROTATE THE LIFT TWICE ON THE SECOND 
LEVEL OF THE MECHANICAL LIFT TO 
REACH A TREASURE CHEST. 


Slot_Seeds._\Von, in Backyard,Events 


31. BONUS PRIZE IN "THE KELOLON BATTALION!" 

32. BONUS PRIZE IN "THE FESTIVAL OF MAGIC" 

33. BONUS PRIZE IN "PURE GLUTTONY" 

34. BONUS PRIZE IN "TWO EYEBALLS" 

35. NORMAL PRIZE IN "PUPPET MASTER" 

36. BONUS PRIZE IN "POOR LITTLE KELOLON!" 

37. BONUS PRIZE IN "ART OF INNER SIGHT" 

38. BONUS PRIZE IN "THE MANTALAS' RETURN!" 

39. BONUS PRIZE IN "AGAINST ALL ODDS" 


40. BONUS PRIZE IN "MEAT EATERS" 

41. NORMAL PRIZE IN "A GERM OF ANNOYANCE” 

42. BONUS PRIZE IN "SHARED FRONTLINE" 

43. BONUS PRIZE IN "ENTER KELOLON COMMANDER!" 

44. BONUS PRIZE IN "ABSENCE OF IMMORTALS" 

45. BONUS PRIZE IN "AH, FIREWORKS FOREVER!" 

46. NORMAL PRIZE IN "MANNY FEVER" 

47. BONUS PRIZE IN "KELOLON BATTALION HEAD" 

48. NORMAL PRIZE IN "THE IMMORTAL ONE" 
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T he following table provides info for all of lost OdysseYs consumable items, including descriptions, 

COSTS, AND RESALE VALUES. 


: | ITEM 

DESCRIPTION 

Cost 

RESALE 

Healing Medicine 

Restores ioo HP to one party member 

40 

10 

! | Healing Herb 

Restores soo HP to one party member 

120 

40 

| Healing tank 

Restores tsoo HP to one party member 

360 

120 

| Heal Full 

COMPLETELY RESTORES HP TO ONE PARTY MEMBER 

1,080 

360 

Mana Herb 

Restores 75 MP to one party member 

60 

20 

1 Mana capsule 

Restores 250 MP to one party member 

180 

60 

j J Mana bottle 

Restores 500 MP to one party member 

540 

180 

] Mana Prime 

COMPLETELY RESTORES MP TO ONE PARTY MEMBER 

1620 

540 

| Healing potion 

Restores 100 HP and 50 MP to one party member 

200 

70 

Soul Medicine 

Restores 750 HP and 375 MP to one party member 

600 

200 

AMBROSIA 

Restores 1,500 HP and 750 MP to one party member 

900 

300 

| ANTIDOTE 

Recovers one party member from poison 

15 

10 

| Eye Drops 

Recovers one party member from Blind 

20 

10 

| KELOVITAMIN 

Transforms one party member from human to Kelolon status or vice versa 

30 

10 

Smelling Salts 

Recovers one party member from Dizziness 

35 

10 

Anti-Paralysis Herb 

Recovers one party member from paralysis 

20 

10 

| Brave Fruit 

Recovers one party member from Terror 

40 

10 

J Seal Clear 

Recovers one party member from Seal 

40 

10 

Stone Beast's Thorn 

Recovers one party member from Petrify 

50 

20 

Mint powder 

Recovers one party member from Sleep 

25 

10 

1 Blazing Ruby 

Recovers one party member from Freeze 

45 

20 

White Flame Rock 

Recovers one party member from darkness 

50 

20 

Bind Healer 

Recovers all allies from formation paralysis 

45 

20 

Cure-All 

Recovers one party member from any status ailment 

300 

100 

Godly Dragon Tears 

Fully recovers one party member's HP, MP, and any status ailments 

600 

10 

Angel's Plume 

Revives one party member and slightly restores HP 

150 

50 

| goddessMedicine 

Revives one party member and fully restores HP 

4,050 

10 

1 | power Drink 

RAISES ONE PARTY MEMBER'S PHYSICAL ATTACK POWER 

1,000 

10 

| Flare Bomb 

INFLICTS LIGHT FIRE-ELEMENT DAMAGE ON ONE ENEMY 

100 

30 

| FLARABOMB | 

INFLICTS MEDIUM FIRE-ELEMENT DAMAGE ON ONE ENEMY 

500 

170 

| Flarus Bomb 

Inflicts major Fire-element damage on one enemy 

1,000 

330 

1 Aqua Bomb 

INFLICTS LIGHT WATER-ELEMENT DAMAGE ON ONE ENEMY 

100 

30 

| Aqua ra Bomb 

INFLICTS MEDIUM WATER-ELEMENT DAMAGE ON ONE ENEMY 

500 

170 

\ Aquaus Bomb 

INFLICTS MAJOR WATER-ELEMENT DAMAGE ON ONE ENEMY 

1,000 

330 

| Wind Bomb 

Inflicts light Wind-element damage on one enemy 

100 

30 

| Win da Bomb 

INFLICTS MEDIUM WIND-ELEMENT DAMAGE ON ONE ENEMY 

500 

170 

| Windus Bomb 

INFLICTS MAJOR WIND-ELEMENT DAMAGE ON ONE ENEMY 

1,000 

330 

| Ground Bomb 

INFLICTS LIGHT GROUND-ELEMENT DAMAGE ON ONE ENEMY 

100 

30 

| Grounda Bomb 

INFLICTS MEDIUM GROUND-ELEMENT DAMAGE ON ONE ENEMY 

500 

170 

| Groundus Bomb 

Inflicts major Ground-element damage on one enemy 

1,000 

330 

Slot Seed 

Gives an immortal an extra skill slot 

— 
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WEAPONS 


H ere you'll find everything you need to know about the game's weapons, including which characters 

CAN WIELD THEM AND POWER, COST, AND RESALE VALUES. YOU'LL ALSO FIND LOCATION DETAILS, SO YOU CAN TRACK 
DOWN YOUR ARSENAL WITH EASE. 



Sed's default weapon 
Complete Cubic Music Score 6 
Old Sorceress' Mansion — Hermitage 

(STEAL FROM PERSONA) 

NUMARA (STEAL DURING SECOND KAKANAS 
BATTLE) 

GIVE THE PIPOTS 20 SEEDS 


Uhra—Amphitheater of the Sky 
(Defeat the golden knight) 


The Great Ancient Ruins — Throne of 
Sun (Steal from Ancient Fiend) 


WORLD Map — UNDERSEA ("SUNKEN IN THE 
SEA OF BAUS" TREASURE HUNT) 

Mountain Village tosca — Pippo's 
General Store 

Mountain Village tosca — Pippo's 
General Store 

City of saman — Oreego's emporium 
tolten's default weapon 

GOHTZA— SIGRUM'S WEAPON EMPORIUM 
GOHTZA STATION — PLATFORM 

Sarah's default weapon 

Mountain Village tosca ("Tosca 
Treasure Hunt" treasure hunt) 


Gongora Mansion — Magic 
Experimentation laboratory ("King 
Gongora's Secret" treasure hunt) 

Crimson forest — Maze of Gloom 
(requires Mack in your party) 

Ipsilon Mountains — Mining Site 
(Give the Orichalcum to the blacksmith) 

City of saman — Oreego's emporium 

GOHTZA — SIGRUM'S WEAPON EMPORIUM 

NUMARA — NINN'S BOUTIQUE 

GOHTZA — SIGRUM'S WEAPON EMPORIUM 

Castle of Uhra — Station Square 
("Hidden Treasure in Station Square" 

TREASURE HUNT) 

The Forgotten Cave (Defeat the 
Cave WORM) 
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ITEM 

POWER 

Character 




Cost resale 

LOCATION 



t 

■m 

J* 

WAmm 



m 


HARD SPATHA 

60 XX 


X 2,000 670 CITY OF SAMAN — OREEGO'S EMPORIUM 

Heaven's Branch 

1 

37 




X 






13,500 

4,500 

Grand Staff — Maintenance Lift 
(Third level, accessible after pressing 

THE SWITCH ON THE FOURTH LEVEL) 

Holy Scepter 

30 



X 

X 


X 

X 



5,400 

1,800 

Gohtzan Refugee camp — Storage Tent 

INFERNO HORN 

37 



X 







13,000 

4,330 

Grand Staff — Transportation Lift 
(Third level) 

INNOCENCE BATON 

27 




X 






- 

- 

GOHTZA— CASINO — GAMBLER'S HIDEOUT 

Kelonga Sword 

195 

X 

X 






X 


30,000 

10,000 

Kelolon Village — Kelolon Shop 

Killing Cutlass 

44 

X 

X 






X 


1,200 

400 

Mountain Village tosca—Pippo's 

General Store 

Light Staff 

4 



X 







100 

- 

JANSEN'S DEFAULT WEAPON 

Lightweight Saber 

23 

X 

X 






X 


500 

170 

Grand Staff Construction Site — Black 
Market Distribution Service Inc. 

Lord Spire 

24 



X 







3,500 

1,170 

GOHTZA — SIGRUM'S WEAPON EMPORIUM 

Lucent Dragon Discus 

140 





X 







The Great Ancient Ruins — Throne of 

Sun ( "Art Piece from the Ruin" treasure 

HUNT) 

Magic Rifle of Aneira 

392 









X 

- 

- 

Find all of Sed's crewmates 

Master Sword 

254 








X 


- 

- 

Black cave — Helltrap (Break royal Seal) 

Old battle Discus 

23 





X 





100 

- 

MACK'S DEFAULT WEAPON 

Phoenix Discus 

184 





X 





— 

— 

The Temple of Enlightenment—Altar of 
Truth ( "What the Cursed Mask Guards" 

TREASURE HUNT) 

! Platinum Brand 

140 

X 

X 






X 


14,000 

4,670 

Numara— Hiss's variety store (Purchase 

ONLY AFTER SECOND KAKANAS BATTLE) 

Platinum Sword 

17 

X 









100 


KAIM'S default weapon 

,p Power Shell 

40 





X 





2,190 

730 

City of saman — Oreego's emporium 

Princess cane 

16 






X 




100 


Ming's default weapon 

Quarter Staff 

17 



X 

X 


X 

X 



1,270 

420 

Mountain Village tosca — Pippo's 

General Store 

J RANUNCULUS 

11 




x 






100 

- 

COOKE'S DEFAULT WEAPON 

1 Red snake 

\73 

X 

X 






X 


- 

- 

Experimental Staff — power Division 

Rough Edge 

112 

X 

X 






X 


5,300 

1,770 

Gohtzan Refugee camp — Storage Tent 

Royal Knight s Sword 

206 








X 




City of Uhra — Back Alley Near Castle 

Rune Stick 

47 



X 

X 


X 

X 



32,000 

10,670 

Kelolon Village — Kelolon Shop 

SACRED TORCH 

33 




X 








Gohtzan Refugee camp — storage Tent 
(Bring Don laploss Claws to the mer- 

CHANT) 

SAINT ROD 

8 



X 

X 


X 

X 



550 

180 

Grand Staff Construction Site — Black 
Market Distribution Service Inc. 

SlDERITE SWORD 

254 

X 









— 

— 

GOHTZA — BACKYARD (EARN 60 STARS IN 
BACKYARD COMPETITION) 

SOLID SPARTAN 

83 

X 

X 






X 


— 

— 

CITY OF SAMAN (TURN IN RlORDAN THE 
SMUGGLER) 

1 SOLOMON STAFF 

56 




X 






— 

— 

WORLD MAP — UNDERWATER ("A SUNKEN 

TOWN" TREASURE HUNT) 

Sorcerer's Discus 

158 





X 





16,020 

5,340 

GRAND STAFF — SECOND BOILER 

Spire commander 

33 



X 







— 

— 

GOHTZAN REFUGEE CAMP ("AN ITEM AT THE 
| HOT SPRING" TREASURE HUNT) 

Steel Sword 

32 

X 

X 








750 

250 

NUMARA—NINN'S BOUTIQUE 

White fang 

15 


X 








100 

- 

Seth's default weapon 

\ white ignis 

277 


X 








— 

— 

Ipsilon Mountains — Mining Site (Give 
Orichalcum to the blacksmith) 

White Lotus 

44 





X 





- 

- 

Experimental Staff — Upper Division 

Wrath Minder 

93 





X 





5,510 1,840 GOHTZAN REFUGEE CAMP — STORAGE TENT 

Wyvern's tail 

149 X X 

r - 


t 

□ 

I X 17,800 5,930 GRAND STAFF — MAGIC CONTROL ROOM 

(STOP THE THREE SPINNING WHEELS WHEN 
THEY'RE HORIZONTAL) 
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ACCESSORIES 


L ost OdysseYs massive assortment of accessories is detailed in the following table, in addition to 
THE BASIC STATS—Skill points, cost, and resale value—we've included descriptions, locations, usage 

RESTRICTIONS, AND ASSOCIATED SKILL INFORMATION. USE THIS AS YOUR GUIDE TO SELECTING (AND FINDING) PREMIUM 
ACCESSORIES TO FIT YOUR PLAY STYLE. 



ITEM 

SP 

COST 

RESALE 

DESCRIPTION 

USAGE 

LOCATION 

Associated 

Skill 

Skill 

Description 

10 Kilo 

Weight 

25 

6,000 

2,000 

AN IRON WEIGHT THAT 
STABILIZES YOUR LEGS 

Raises your Stand Firm 
ability 


Arthrosaurus BATTLE 
(During the battle, examine 

THE SCHOOL OF FISH WEST OF 
NUMARA) 

Stand Firm 

Reduces GC loss when 

ATTACKED FORA SHORT 
WHILE 

1000 Year 
Memories 

50 

— 

— 

A SPECIAL ARMBAND THAT 
UNLEASHES THE USER'S 
LATENT ABILITIES 

IMMORTALS 

ONLY 

NumaraAtoll (Defeat the 

Holy Beast) 

Slot +10 

increases Skill Slots 

BY 10 

Accelerator 

100 

— 

— 

A MAGIC ENGINE THAT 
ENHANCES THE CASTING 
SPEED OF THE WEARER 


Available viaXbox Live 
Marketplace 

Reduce 

Casting 

Time 3 

Significantly reduces 

SPELLCASTING TIME 

1 Adept 
Earrings 

20 

750 

250 

EARRINGS WORN BY ADEPT 
SORCERERS 


NUMARA PALACE — CORRIDOR 
GARDEN (OPEN THE TREASURE 
CHEST IN THE SOUTHWEST COR¬ 
NER OF THE FIRST FLOOR) 

LV3 Black- 
White Magic 

Enables use of Black 
and White Magic up to 
Level 3 

Alarm Clock 

20 

480 

160 

A MAGIC CLOCK THAT 
SOUNDS AN ALARM IF ITS 
OWNER FALLS ASLEEP 


NUMARA (PURCHASE AT NlNN'S 
BOUTIQUE) 

Anti-Sleep 

Grants immunity to 

Sleep 

Amulet 

10 



A MYSTERIOUS NECKLACE 
THAT PROTECTS YOU FROM 
PHYSICAL ATTACK 


ICE CANYON — BLIZZARD PEAK 

(After scaring the penguin 

OFF THE CLIFF, CHASE IT ONTO 
THE LOWER LEVEL OF THE 
CANYON) 

Absorb 

Attack 

Occasionally absorbs 

THE DAMAGE INFLICTED BY 
ENEMIES 

Aneiras 

Plume 

50 

— 

— 

A BEAUTIFUL PLUME FROM 

A WHITE-FEATHERED 

FAMILIAR 


Forgotten Cave (Defeat the 

CAVE WORM) 

Absorb Wind 

Absorbs Wind-element 

DAMAGE 

Angel Guard 

40 



AN ANGEL'S CHARM THAT 
PROTECTS AGAINST ALL 
STATUS AILMENTS 

Requires 

Special 

ACCESSORY 

SKILL 

forgotten Cave (Complete 
the "Hidden in the cave" 

TREASURE HUNT) TEMPLE OF 

Enlightenment — The Cor¬ 
ridor of Timelessness (Open 

THE TREASURE CHEST ON THE FAR 
UPPER LEVEL ON THE RIGHT) 

Ailment 

Resistance 

Grants immunity to all 

STATUS AILMENTS 

Antidote 

Brooch 

20 

280 

90 

A BROOCH CONTAINING A 
PIECE OF ORE THAT ACTS AS 

A POWERFUL ANTIDOTE TO 
POISON 


Great gate — inside the tow¬ 
er (Descend IN THE ELEVTOR, 
THEN RAM THE PILLAR UPRIGHT 

TO KNOCK THE HELMET LOOSE) 

Anti-Poison 

Grants immunity to 

POISON 

Apprentice 

EARRINGS 

15 

500 

170 

EARRINGS WORN BY 
APPRENTICE SORCERERS 


SEA OF BAUS — BEACH OF THE 
WASTES (RAM THE RUSTED MAGIC 
DEVICE TOWARD THE BACK-RIGHT 
OF THE AREA) 

Lv 2 Black- 
White Magic 

Enables use of Black 
and White Magic up to 
Level 2 

Awakening 

Bracelet 

20 

5,000 


A SPECIAL ARMBAND THAT . 
UNLEASHES THE USER'S 
LATENT ABILITIES 

IMMORTALS 

ONLY 

Saman Main Street (Purchase 

RANDOMLY FROM THE CROW 
TRADER BEFORE HEADING TO THE 

Experimental Tower) 

Slot + 3 

Increases Skill Slots 

BY 3 

Berserker 

Necklace 

l__ 

8 

220 

70 

A BERSERKER'S ARMBAND 
THAT GUSHES WITH POWER 
IN TIMES OF NEED 


Gongora's mansion — 
hallway (Search the middle 

TREASURE CHEST IN THE 

HALLWAY BEHIND THE MAGIC 

Research lab) 

Crisis Attack 

BOOST 

Increased magical and 

PHYSIAL ATTACK POWER 

during Critical HP 

STATUS 
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! I ITEM 

SP 

COST 

RESALE 

DESCRIPTION 

USAGE 

LOCATION 

Associated 

Skill 

Skill 

DESCRIPTION 

Black Belt 

10 



A BLACK BELT OFTEN USED BY 
HAND-TO-HAND FIGHTERS 


LOW TOWN — GOHTZA (GET 

THE LETTER FROM A MAN IN THE 
GOHTZA REFUGEE CAMP AND 
DELIVER IT TO HIS MOTHER) 

COUNTER UP 

INCREASES COUNTER¬ 
ATTACK RATE 

Blazing Fire 
Amulet 

25 



A TALISMAN THAT NULLIFIES 
FIRE-ELEMENT ATTACKS 


Old Sorceress' Mansion — 

COURTYARD (COMPLETE THE 

"Sarah's Gift" treasure hunt) 

Fire Proof 

NULLIFIES FIRE-ELEMENT 
DAMAGE 

_ 

Blue Dragon 
Eye 

50 



AN EYE OF A BLUE DRAGON 


Snowfields of the North¬ 
ern Land (Defeat the Blue 
Dragon) 

Absorb 

Water 

Absorbs water-element 

DAMAGE 

Bracelet of 
Efficiency 

25 



A BRACELET THAT IMPROVES 
MAGIC CONTROL; ENABLES 
YOU TO CAST SPELLS WITH 

lessmp 


COMPLETE THE PlPOT SPECIAL 

SEED EXCHANGE 

MP CONSER¬ 
VATION 

REDUCES THE MP USED BY 
SKILLS AND MAGIC 

Bronze Spirit 
BAND 

8 

500 

170 

A BRONZE ARMBAND WITH 

A MAGIC SPELL CARVED 

INTO IT 


NumaraAtoll (Open the trea¬ 
sure CHEST IN THE UPPER-LEFT 
CORNER) 

Lv2 Spirit 
Magic 

Enables use of Spirit 

Magic up to Level 2 

Circlet 

10 

450 

150 

A GOLD HEADBAND THAT 
STABILIZES THE WEARER'S 
MIND 


Sea of baus — Crater island 

(USE THE STEAL SKILL TO TAKE 

IT FROM THE NUMARA WHITE 
MAGICIAN IN THE BATTLE AFTER 
BOGIMORAY) 

Relax 

Recovers MP when 

Defend is used 

Combat 

Teachings 

10 

700 

230 

A BOOKTHAT DESCRIBES 
COUNTERATTACKING IN 
HAND-TO-HAND COMBAT 


MOUNTAIN VILLAGE TOSCA — 
PIPPO'S GENERAL STORE 

(Purchase only) 

Counter 

RANDOMLY PERFROMS A 
COUNTERATTACK AGAINST 

THE ENEMY'S REGULAR 
ATTACKS 

Composite 
Magic book 

40 



A FORBIDDEN BOOK 
CONTAINING THE MOST 
ADVANCED COMPOSITE 
MAGIC THEORIES 

Requires 

Special 

Accessory 

skill 

Gongora's mansion — 

Secret Cave (Open the invis¬ 
ible TREASURE CHEST NEAR THE 
ENTRANCE TO THE CAVE; MUST 
HAVE SUNDERCH GLASSES) 

LV4 COMPOS¬ 
ITE Magic 

Enables use of 

Compoiste Magic up 
to Level 4 

Crystal 

Fragment 

30 

— 

— 

A SPECIAL STONE THAT 
ABSORBS THE MAGIC OF THE 
NATURAL WORLD 


Uhra Sewers — Underground 

DOCK (STEAL ITEM FROM THE 
MAGIC BEAST) 

Auto MP 
Recovery 

Automatic MP recovery 

AT THE END OF EVERY 

TURN 

Curse 

Blocker 

20 

1,200 

400 

A HOLY CHARM THAT 
PROTECTS AGAINST CURSES 


BLACK CAVE — THE GREAT HALL 

OF FOUL CREATURES (COMPLETE 

the "The Black Cave's Mysteri¬ 
ous Treasure" treasure hunt) 

Anti-Curse 

GRANTS IMMUNITY TO 

CURSE 

Cursed Crest 

40 



The symbol of the king 
of the Eastern Tribe 


Sorcerer's Shrine — Altar of 
the Abyss (Open the invisible 

TREASURE CHEST; MUST HAVE 
SUNDERCH GLASSES) 

Lv8 Spirit 
Magic 

Enables use of Spirit 

Magic up to Level 8 

, Diamond 
Spirit Band 

25 

3,600 

1200 

A GARNET ARMBAND WITH 

A MAGIC SPELL CARVED 

INTO IT 


Burning Cave — path of dank¬ 
ness (GO PAST THE FIRST POISON¬ 
OUS GAS CLOUD AND HOP ACROSS 
THE TALL PILLARS TO REACH A 
TREASURE CHEST) 

Lv6 Spirit 
Magic 

Enables use of Spirit 

Magic up to Level 6 

E EARRINGS OF 

![i Wisdom 

1 35 ' 

2,000 

670 

EARRINGS WORN BY THE 

BEST SORCERERS 


ICE CANYON — BLIZZARD PEAK 
(JUMP ACROSS THE ROCK OUT¬ 
CROPPINGS WHEN THE GUSTS 

OF WIND ABATE TO REACH THE 
TREASURE CHEST) 

LV5 Black- 
White Magic 

Enables use of Black 
and White Magic up to 
Level 5 

Earth Charm 

20 

— 

— 

A CHARM THAT WEAKENS 

THE POWER OF EARTH- 
ELEMENT ATTACKS 


Give the Pipots 40 Seeds 

Earth 

Resistance 

Up 

Reduces Earth-element 
damage 

Eastern 

Spirit band 

II 5 

300 

100 

AN EMERALD BRACELET 

WITH A MAGIC SPELL 

CARVED INTO IT 


Mountain Village tosca— 
Pippo's General Store 
(Purchase only) 

Lvi Spirit 
Magic 

Enables use of Level i 

Spirit Magic 

] Elfin Charm 

30 

— 

— 

A STRONG ANTI-MAGIC 
CHARM CREATED BY A TRIBE 
OF SMALL FOREST DWELLERS 


Beat Cubic Music score 8 
Challenge 

Magic 

Defense 

BOOST 2 

INCREASES MAGICAL 

DEFENSE 

Enchanted 

Necklace 

30 

5,300 

1,770 

A NECKLACE WORN BY A 
FAMOUS SPIRIT SORCERER 


Grand Staff — Transporta¬ 
tion Lift (On southeast side 

OF BASE LEVEL) 

LV7 Spirit 
Magic 

Enables use of Spirit 

Magic up to Level i 

Eternal 

1 Magic Engine 

1 _ 

999 



AN ETERNAL ENGINE THAT 
CREATES INFINITE MAGIC 
ENERGY; ENABLES YOU TO 
CAST SPELLS WITHOUT MP 
CONSUMPTION 


Available viaXbox Live 
Marketplace 

Zero MP 

CONSUMP¬ 

TION 

NO MP CONSUMPTION 

WHEN USING SPELLS AND 
SKILLS 

Fire Charm 

20 

5,000 

_ 

A CHARM THAT WEAKENS 

THE POWER OF FlRE- 
ELEMENT ATTACKS 

#t 


Experimental Staff — Lower 

LEVEL (USE A GATE PASS TO 

OPEN AN ELECTRIC GATE LEAD¬ 
ING OUTSIDE, THEN RE-ENTER 
THE ADJACENT DOORAND GO 
DOWNSTAIRS TO FIND THE 
TREASURE CHEST) 

Fire 

Resistance 

Up 

Reduces Fire-element 

DAMAGE 
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I ITEM 

SP 

COST 

RESALE 

DESCRIPTION 

USAGE 

LOCATION 

Associated 

Skill 

Skill 

Description 

Freedom 

Armband 

35 



A SPECIAL ARMBAND THAT 
UNLEASHES THE USER'S 
LATENT ABILITIES 

IMMORTALS 

ONLY 

CASTLE OF UHRA— STATION 
SQUARE (AFTERACQUIRING THE 
NAUTILUS, DELIVER A LETTER 

FROM THE SOLDERATTHE GREAT 

Uhran Gate to the man in the 

SQUARE) 

Slot + 5 

Increases Skill Slots 

BY 5 

General's Pen 

20 



A PEN THAT BELONGED TO A 
FAMOUS COMMANDER 


Saman — Main Street (Tell the 

MAN IN THE STREET YOU BELIEVE 
HIS STORY, THEN FIND THE MISS¬ 
ING MONEY BY THE OUTDOOR 
MARKET NEAR THE LARGE TREE) 

Freeform 

Grants immunity to 

FORMATION PARALYSIS 

Gigantes 

Brooch 

20 



A MAGIC BROOCH THAT 
STORES THE LIFE FORCE OF 

A GIANT 


Give the Pipots so Seeds 

HP MAX UP 3 

Increases max HP 

Gold Spirit 
BAND 

15 

1,200 

400 

A GOLD-AND-SILVER ARM- 
BAND WITH A MAGIC SPELL 
CARVED INTO IT 


Saman — Oreego's emporium 
(Purchase only) 

LV4 Spirit 
Magic 

Enables use of Spirit 

Magic up to Level 4 

GOLDEN 

GAUNTLET 

30 



A ROYAL GAUNTLET IMBUED 
WITH PROTECTIVE POWERS 

TOLTEN 

ONLY 

The Great Ancient Ruins — 
Astral square (Breakthe 
royal Seal in the back of 

THE SECOND MOVING- 
PLATFORM AREA) 

Auto Shield 

Always have Shield in 
effect 

happy Flower 

8 



A MYSTERIOUS ITEM THAT 
RELEASES A HEALING 
FRAGRANCE IN TIMES 

OF NEED 


GOHTZA — LOW TOWN (AFTER 
GOHTZA FREEZES OVER, RETRIEVE 
THE BROKEN SWORD FROM 

BARKUS' SHOP IN UHRA AND RE¬ 
TURN IT TO THE KHENT SOLDIER) 

Crisis Prayer 

Automatically 

RECOVERS HP DURING 
Critical HP status 

Hawk Eye 

5 

270 

90 

Magical earrings that 

REVEAL YOUR ENEMY'S 
SPECIAL ABILITIES 


gongora's Mansion — 
hallway (Search the right 

TREASURE CHEST IN THE 

HALLWAY BEHIND THE MAGIC 

Research lab) 

FACTUAL 

Analysis 

Reveals the types and 

ELEMENTS OF ENEMIES 

HERBALISTS 

BADGE 

8 

1,800 

600 

A BADGE THAT UNLEASHES 
THE WEARER'S LATENT 
HERBALIST ABILITY 


Uhra Sewers — Sewer Shop 
(Purchase only) 

POTION 

BOOSTER 

BOOSTS THE AMOUNT OF 

HP RESTORED BY HEALING 
ITEMS DURING BATTLE 

High Wind 

AMULET 

25 

— 

— 

A TALISMAN THAT NULLIFIES 

Wind-element attacks 


Beat Cubic Music Score i 
Challenge 

Wind Proof 

Nullifies Wind-element 

DAMAGE 

I Holy Guard 

10 



A MAGIC HEADDRESS THAT 
PROTECTS THE WEARER IN 
TIMES OF NEED 


Uhra Sewers — Treatment 
Plant (Push the two wooden 

BOXES INTO THE SEWER BELOW 

THE GRATE, THEN WALKACROSS 
THEM TO REACH THE TREASURE 
CHEST) 

Crisis 

Defense 

Complete Defense will 

BE ACTIVATED IN CRITICAL 

HP STATUS (ONCE PER 

BATTLE) 

FiOLY KNIGHT 
CHARM 

8 

220 

70 

A HOLY KNIGHT'S SEAL THAT 
RAISES DEFENSE IN TIMES 

OF NEED 


UHRA — TOLSTAN'S INN (SEARCH 
THE TREASURE CHEST IN THE 
UPSTAIRS BEDROOM) 

Crisis 

Defense 

BOOST 

INCREASED MAGICAL AND 
PHYSICAL DEFENSE DUR¬ 
ING Critical HP status 

ICE WATER 
Amulet 

25 

— 

— 

A TALISMAN THAT NULLIFIES 
WATER-ELEMENT ATTACKS 


Saman — emelo's Tavern 

(HAVE SED REPAIR THE JUKE BOX) 

Water Proof 

Nullifies Water-element 

DAMAGE 

Illusionist 

GAUNTLET 

100 



A BLACK GAUNTLET MADE 
WITH HIGH-DENSITY MAGIC 
CRYSTAL 


Available viaXbox Live 
Marketplace 

Spell 

COUNTER 2 

Performs a frequently 

SUCCESSFUL MAGICAL 
COUNTERATTACK 

AGAINST THE ENEMY'S 
MAGICAL ATTACKS 

KELOLON 

BADGE 

8 

— 

— 

A BADGE THAT MAKES 

THE USER AS NIMBLE AS A 
KELOLON 


Beat Cubic Music score 3 

CHALLENGE 

Evade Up 

INCREASES EVASION RATE 
AGAINST NORMAL ATTACKS 

KELOLON 

EARRINGS 

20 

550 

180 

EARRINGS WITH A KELOLON 
MOTIF 


NUMARA — CANAL STREET (FIND 
THE THREE LOST OBJECTS FOR THE 
CHILDREN IN THE SREET TO JOIN 
THEIR CLUB) 

ANTI- 

Kelolon 

GRANTS IMMUNITY TO 

THE KELOLON STATUS 
AILMENT 

KELONGA 

Crown 

25 

— 

— 

A SYMBOL OF THE KELOLON 
KING; RAISES MAGIC POWER 
TO THE MAXIMUM 


KELOLON VILLAGE — DEFEAT 

King Kelolon 

MP Max Up 4 

INCREASES MAX MP 

KNIGHT 

EARRINGS 

15 



EARRINGS WHOSE MAGIC 
STRENGTHENS THE 

WEARER'S DEFENSE 


Experimental Staff — Lower 
LEVEL (USE A GATE PASS TO OPEN 
AN ELECTRIC GATE GUARDING 

THE TREASURE CHEST) 

Defense 

BOOST 1 

INCREASES PHYSICAL 

DEFENSE 

Knight's 

3 CODE 

15 

270 

90 

A BOOK THAT DESCRIBES 

HOW TO RAISE ONE'S 
DEFENSIVE SKILLS 


Ipsilon Mountains — 

VALLEY ROAD (SEARCH FOR 

THE TREASURE CHEST IN THE 
SHALLOW CAVE) 

Stand Ready 

Recovers GC when 
using Defend while 

BEING ATTACKED 

Life Brooch 

10 



A BROOCH WITH A GREEN 
STONE THAT RAISES THE 
WEARER'S LIFE FORCE 


Meia Family Art studio — 
Numara (Find all the Crystal 
Fragments in Crimson forest 

AND GIVE THEM TO THE ARTIST) 

HP MAX UP 1 

INCREASES MAX HP 
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1 ITEM 

SP 

COST 

RESALE 

DESCRIPTION 

USAGE 

LOCATION 

Associated 

Skill 

Skill 

DESCRIPTION 

I Light Lens 

20 

410 

140 

A SPECIALLY PROCESSED 

LENS THAT PROTECTS 
AGAINST BLIND 


Crater island —Numara 

Troop camp (While captured, 

KICKTHE RAT'S NEST IN JANSEN'S 
CELL, THEN THE ONE IN SETH'S 
CELL; HAVE KAlM PICKUP THE 

ITEM) 

Anti-Blind 

Grants immunity to 

Blind 

Lion Heart 

20 

1,000 

330 

A CHARM WITH A LION 

MOTIF THAT STAVES OFF 

FEAR 


Northern cape (Search the 

TREASURE CHEST NEAR THE CLIFF 
ON THE LEFT) 

Anti-Terror 

Grants immunity to 
Terror 

j LORD'S 
EARRINGS 

30 

— 

— 

Magic earrings granted 

TO HONORABLE KNIGHTS 


Grand Staff — Transporta¬ 
tion Lift (On southeast side 

OF THE FOURTH LEVEL) 

Defense 

BOOST 2 

INCREASES PHYSICAL 

DEFENSE 

[ Lucky Clover 

8 



A MYSTERIOUS FOUR-LEAF 
CLOVER THAT TRANSFORMS 
LUCK INTO HEALING POWER 


Crimson forest — Sorcerer's 
Shrine — Dungeon Shrine (Go 

PAST THE ROLLING BOULDERS 

AND OPEN A TREASURE CHEST ON 
THE FAR SIDE) 

Critical 

ITeal 

HV RECOVERY WHEN 

CRITICAL HITS OCCUR 

; Magic 

Analysis 

BOOK 

30 

7,500 

2,500 

Documents that detail 

THE CORE OF COMPOSITE 

Magic, left by the 

RESEARCHERS 


THE GREAT ANCIENT RUINS — 
Astral square — Second 

Floor (Open a treasure chest 

IN THE LOWER-LEFT CORNER JUST 
BEFORE THE PARTY REJOINS) 

LV3 COMPOS¬ 
ITE Magic 

ENABLES USE OF 

Composite Magic up 
to Level 3 

Magic 

Research 

Report 

15 


— 

A RESEARCH REPORT ON 

Composite Magic, left by 

THE RESEARCHERS 


Ming's starting equipment 

Lvi Compos¬ 
ite Magic 

Enables use of Level i 
Composite Magic 

Magic Trial 
Record 

20 

2,500 

830 

A RECORD OF EXPERIMENT 
RESULTS INVOLVING COM¬ 
POSITE MAGIC, LEFT BY THE 
RESEARCHERS 


SAMAN — OREEGO'S EMPORIUM 
(PURCHASE ONLY) 

LV2 COMPOS¬ 
ITE MAGIC 

Enables use of 

Composite Magic up 
to Level 2 

mana 

* EARRINGS 

10 



EARRINGS THAT INCREASE 
MAGIC ENERGY, MADE USING 
A SMALL MAGIC ENGINE 


NUMARA —WHITE SQUARE 
(PLAY HIDE-AND-SEEK WITH 

THE LONELY GIRL FORA SECOND 
TIME; ENTER THE BACK DOOR TO 

Nalia's Item Shop along Main 

STREET TO FIND HER) 

MPMAXUP 1 

INCREASES MAX MP 

MANA 

PROTECTOR 

100 



A PROTECTOR THAT EMITS 

A BARRIER THAT REDUCES 

THE EFFECT OF MAGICAL 
ATTACKS 


Available viaXbox Live Mar¬ 
ketplace 

FLalf All 
Magic 

FI ALVES DAMAGE 

INFLICTED BY MAGIC 

Master 

1 EARRINGS 

50 



EARRINGS WORN BY 
SORCERERS WHO HAVE 

TRULY MASTERED ALL 

FACETS OF MAGIC 


Old Sorceress' Mansion — in 

THE INVISIBLE TREASURE CHEST 

IN FRONT OF THE MANSION 

(Must have Sunderch Glasses) 

Lv8 Black- 
White Magic 

Enables use of Black 
and White Magic up to 
Level 8 

Master's 
Secret Script 

J___ 

100 



A BOOK CONTAINING THE 
SECRETS OF USING THE 
MIND'S EYE 


Available viaXbox Live 
Marketplace 

Weapon 
Guard 2 

Frequently guards 

FROM THE ENEMY'S 

ATTACKS 

1 Medusa's 
^ 1 Head 

20 

1,500 

500 

A MARBLE BUST MODELED 
AFTER THE HEAD OF A 

DEMON BEAST; PROTECTS 
AGAINST PETRIFY 


Mountain Village tosca— 
Complete the “Treasure 

Beyond the waterfall" 

TREASURE HUNT 

ANTI-PETRIFY 

Grants immunity to 
Petrify 

Mimint ear 

10 



A DELIGHTFUL CAT-EAR 
HEADBAND; ENABLES YOU 

TO HEAR NEARBY SOUNDS 
MORE CLEARLY 


Numara—Main street (Speak 

TO THE GIRL IN THE GONDOLA 
AFTER REUINITING THE SEPA¬ 
RATED COUPLE; SHE WILL BRING 
THE CHEST ACROSS THE CANAL) 

Lucky o 

Magic 

Damage 

Occasionally decreases 

THE DAMAGE INFLICTED BY 
MAGIC TO 0 

Mind Bangle 

15 

— 

— 

AN ARMBAND WHOSE RED 
STONES RAISE THE WEARER'S 
MAGIC POWER 


ICE CANYON — ICE GORGE (STEAL 
FROM THE ELMON KING) 

MPMAXUP 2 

INCREASES MAX MP 

NOVICE 

EARRINGS 

8 

300 

100 

EARRINGS WORN BY NOVICE 
SORCERERS 


IPSILON MOUNTAINS — 

Southern Slope (After de¬ 
touring AROUND THE BROKEN 
BRIDGE, HEAD UP THE SLOPE AND 
KNOCK OVER THE BOXES TO 
DISCOVER A TREASURE CHEST) 

Lvi Black- 
White Magic 

Enables use of Level i 

Black and White Magic 

Obsidian 

Spirit band 

20 

2,000 

670 

An obsidian armband 

WITH A MAGIC SPELL 

CARVED INTO IT 


City of Khent (Deliver a 

MESSAGE FROM THE SOLDIERS 

NEAR THE ABANDONED 

Apartment in gohtza's low 

TOWN TO THE SOLITARY GUARD) 

Lv5 Spirit 
Magic 

Enables use of Spirit 

Magic up to Level 5 

OCHRE EARTH 

; Amulet 

25 



A TALISMAN THAT NULLIFIES 

Earth Element attacks 


GOHTZA— BACKYARD (WIN THE 
BONUS PRIZE ON THE "A GERM OF 

Annoyance" backyard chal¬ 
lenge) 

earth Proof 

Nullifies Earth-ele¬ 
ment damage 

OGRE BANGLE 

30 

— 


AN ANCIENT ARMBAND 

WITH THE POWER OF A 
MIGHTY GIANT 


Crimson forest (Complete 
the "The General's Memento" 

TREASURE HUNT) 

Attack 

BOOST 2 

INCREASES PHYSICAL 

ATTACK POWER 

-- 
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ITEM 

SP 

COST 

RESALE 

DESCRIPTION 

USAGE 

LOCATION 

Associated 

Skill 

Skill 

Description 

PIPOT COLLAR 

50 

— 

— 

A RARE COLLAR EVEN A 

PIPOT RARELY WEARS 


Give the Pipots 99 Seeds 

Absorb 

earth 

Absorbs eartH'Element 

DAMAGE 

Pixie Flower 

15 

— 

— 

A FLOWER ORNAMENT 

MADE FROM A PLANT WITH 
ANTI'MAGIC PROPERTIES 


Saman — Main Street (Search 

INSIDE THE POT NEXT TO THE 
CROW MERCHANT) 

Magic 

Defense 

BOOST 1 

INCREASES MAGICAL 
DEFENSE 

Platinum 

GAUNTLET 

10 

270 

90 

A GAUNTLET OF PLATINUM 
IMBUED WITH HEALING 
MAGIC POWER 


Great gate of Uhra— Inside 

THE TOWER (COMPLETE THE 
MOVING'PLATFORM PUZZLE, 

THEN RIDE PLATFORMS TO THE 

TOP AND OPEN TREASURE CHEST) 

Guard Heal 

Recovers HP when 
Defend is used 

POWER 

BANGLE 

15 



A MAGIC ARMBAND THAT 
AMPLIFIES THE USER'S 
STRENGTH 


Give the Pipots 60 Seeds 

Attack 

BOOST 1 

Increases physical 

ATTACK POWER 

QUAD- 

Element 

AMULET 

50 

— 

— 

A ROYAL TALISMAN THAT 
NULLIFIES ALL ELEMENTAL 
ATTACKS 

TOLTEN 

ONLY 

Kelolon Village (Breakthe 
Royal Seal on the faR'Right 

SIDE OF THE VILLAGE) 

Nullify All 
Elements 

Nullifies FirE', Water-, 

WIND', AND EARTH' 
ELEMENT DAMAGE 

QUAD' 

Element 

Charm 

40 

— 

— 

A ROYAL CHARM THAT 
WEAKENS THE POWER OF ALL 
ELEMENTAL ATTACKS 

TOLTEN 

ONLY 

ICE CANYON — SNOWY PLATEAU 
(Breakthe royal Seal on the 

LEDGE ABOVE DlNOZAORO) 

All Elements 
Resistance 

Up 

Reduces Fire-, water-, 
Wind-, and Earth- 
Element DAMAGE 

QUAD' 

Element Seal 

100 



The ultimate magical 

GUARDIAN SEAL THAT 
ABSORBS ALL ELEMENTAL 
ATTACKS; REQUIRES SPECIAL 

Accessory skill to equip 

Requires 

Special 

Acessory 

skill 

GOHTZA — BACKYARD (WIN 

THE BONUS PRIZE ON THE "THE 
IMMORTAL" BACKYARD 
CHALLENGE) 

Absorb All 
Elements 

Absorbs Fire-, Water- 
Wind-, and Earth- 
element DAMAGE 

RED'COPPER 

Band 

10 

750 

250 

A RED COPPER ARMBAND 
WITH A MAGIC SPELL 

CARVED INTO IT 


Sorceress' Mansion — The 

PAST WITHIN THE MIRROR — 
ENTRANCE (POINT THE CLOCK 
HAND TOWARD THE POT TO 

OPEN THE SHELF TO REVEAL THE 
TREASURE) 

LV3 SPIRIT 

Magic 

Enables use of Spirit 
Magic up to Level 3 

Rose Quartz 

999 



A RED CRYSTAL MADE 

FROM MAGIC TECHNOL' 

OGY; ENABLES THE USER TO 
CAST A SPELL AFTER A FIXED 
TIMEFRAME, REGARDLESS OF 
CASTING TIME ABILITY 


Available viaXbox Live 
Marketplace 

i Turn Cast 

Any spell can be cast 

AFTER ONE TURN 

Royal Emblem 

30 



ROYAL EMBLEM 

IMBUED WITH STRONG 
MAGIC'REPELLING POWER 

TOLTEN 

ONLY 

Burning Cave — path of dank- 
NESS (Go INTO THE POISONOUS 
CLOUD AND BREAK THE MAGIC 

SEAL ON THE FAR LEFT) 

Auto barrier 

Always have barrier in 

EFFECT 

ROYAL 

KNIGHTS 

Emblem 

25 

— 

— 

THE EMBLEM OF A KING'S 
KNIGHT 

TOLTEN 

ONLY 

CRIMSON FOREST — MAZE OF 
GLOOM (BREAKTHE ROYAL SEAL) 

HP MAX UP 4 

INCREASES MAX HP 

SAGE 

Earrings 

45 

5,300 

1,770 

EARRINGS WORN BY 
SORCERERS POWERFUL 
ENOUGH TO BE 

CALLED SAGES 


GRAND STAFF — MECHANICAL 

LIFT (LOWEST LEVEL, ON THE 
CATWALKABOVE THE LADDER) 

LV7 BLACK' 
WHITE MAGIC 

Enables use of Black 
and White Magic up to 
Level 7 

Sage's 

Protection 

10 

280 

90 

A SAGE'S SEAL THAT 

RAISES THE WEARER'S CON' 
CENTRATION IN 

TIMES OF NEED 


SEA OF BAUS — CRATER 

Island (Search the nearby 

TREASURE CHEST AFTER 

DEFEATING BOGIMORAY) 

Crisis CON' 

CENTRATION 

MAGIC-CASTING TIME 
REDUCED DURING CRITI- ■ 
CAL HP STATUS 

Sarah's 

Notebook 

50 



A NOTEBOOK CONTAINING 
THE FIRST POEM SUNG BY 
LIRUM 


Sorceress' Mansion — Old 
Sorceress' Hermitage (Defeat 

THE MONSTER WHERE SARAH WAS 
ORIGINALLY) 

Absorb Fire 

Absorbs Fire-element 

DAMAGE 

SARBELLA 

FANG 

100 



WHITE FANG CONTAINING 
THE SOUL OF SARBELLA; 
ENABLES THE USER TO FEEL 
THE RHTHYM OF SARBELLAS 
HEARTBEAT 


Available viaXbox Live 
Marketplace 

COUNTER 2 

Performs a 

FREQUENTLY SUCCESSFUL 
COUNTERATTACK AGAINST 
THE ENEMY'S REGULAR 
ATTACKS 

SCROLL OF 
BALANCE 

15 



A SECRET SCRIPT 

WRITTEN WITH CENTURIES' 
OLD RUNES 

IMMORTALS 

ONLY 

GOHTZA — LOW TOWN 
(Complete the "A Refugee's 
Misplaced Item" treasure 

HUNT) 

Slot Hit 

Inflicts damage on 

ONE ENEMY DEPENDING 

ON YOUR ALLIES' EMPTY 

Skill Slots 

SCROLL OF 
DISSECTION 

20 

1,300 

430 

A SECRET SCRIPT 

WRITTEN WITH CENTURIES' 
OLD RUNES 

IMMORTALS 

ONLY 

■ 

Black cave — The Great hall 
of foul Creatures (Walk 

ALONG THE NARROW LEDGE JUST 
BEFORE ENTRANCE TO HELLTRAP 
AND OPEN TREASURE CHEST) 

Cut down 

INFLICTS DAMAGE ON 
ENEMY FRONT ROW AND 
REDUCES ENEMY GC 

_ 

SCROLL OF 

Secret Skills 

15 



A SECRET SCRIPT 

WRITTEN WITH CENTURIES' 
OLD RUNES 

IMMORTALS 

ONLY 

Uhra — Back Alley — Sewers 

(COMPLETE THE "SEWER JUNK" 

Treasure Hunt) 

Skill Hit 

INFLICTS DAMAGE ON 

ONE ENEMY BASED ON 
CURRENTLY EQUIPPED 

SKILLS 
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I ITEM 

SP 

COST 

RESALE 

DESCRIPTION 

USAGE 

LOCATION 

Associated 

Skill 

Skill 

DESCRIPTION 

Seal Blocker 

20 

1,000 

330 

A SMALL MAGIC DEVICE 

THAT NEUTRALIZES AND 
ANNULS SEALING MAGIC 


Mountain Village tosca (Speak 

TO THE GIRL IN TOLTY'S INN 
UPSTAIRS NEXT TO THE KELOLON 
STATUE, THEN PUT WREATHS ON 

AT LEAST 15 KELOLON STATUES IN 
THE VILLAGE) 

Anti-Seal 

Grants immunity to 

SEAL 

Search 

Glasses 

8 

210 

70 

A MAGIC LENS THAT 

REVEALS YOUR ENEMY'S 

LIFE FORCE 


Ipsilon Mountains — 

Mountain Hut (Examine the 

CANDLE ON THE CABINET, THEN 
SEARCH THE ILLUMINATED SPOT 

TO ITS LEFT) 

Status 

Analysis 

Reveals the HP and 

STATUS OF ENEMIES 

SORCERER 

EARRINGS 

25 

1,200 

400 

EARRINGS WORN BY HIGH- 
LEVEL SORCERERS 


SAMAN — OREEGO'S EMPORIUM 
(PURCHASE ONLY) 

Lv4 Black- 
White Magic 

Enables use of Black 
and White Magic up to 
Level 4 

Sorcerer's 

Bracelet 

20 



AN ARMBAND WHOSE 

AZURE STONES DRAMATI¬ 
CALLY RAISE THE WEARER'S 
MAGIC POWER 


THE GREAT ANCIENT RUINS — 
LUNAR SQUARE (STEAL FROM THE 

Trooky Queen) 

MP Max Up 3 

INCREASES MAX MP 

Stabilizer 

20 

520 

170 

A WOODEN GEAR CUT TO 

SPIN IN REVERSE 


Mountain Village tosca— 
Pippo's General store 
(Purchase only) 

Anti-Dizzy 

Grants immunity to 

Dizzy 

Sword 

Teachings 

10 

1,100 

370 

A BOOKTHAT DESCRIBES DE¬ 
FENSE TECHNIQUES AGAINST 
ASSORTED WEAPONS 


SAMAN — OREEGO'S EMPORIUM 
(Purchase only) 

Weapon 

Guard 

Occasionally guards 

FROM THE ENEMY'S 

ATTACKS 

TALISMAN 

10 

— 

— 

A MYSTERIOUS CHARM 

THAT PROTECTS AGAINST 
MAGICAL ATTACK 


UHRA —TOLSAN'S INN 
(1TAVE tolten speak to his 

ATTENDANT) 

Absorb 

Magic 

Occasionally absorbs 

THE MAGIC DAMAGE 
INFLICTED BY ENEMIES 

Thief's 

Bracelet 

5 

250 

80 

A BRACELET THAT 

ENHANCES YOUR THIEVING 

ABILITY 

IMMORTALS 

ONLY 

UHRA — BARKUS' ARMS AND 
Armor emporium (Purchase 

ONLY) 

Steal 

Steals an item from one 

ENEMY 

TOUGHNESS 

Brooch 

15 

— 

— 

A BROOCH WHOSE MAGIC 
RAISES THE WEARER'S LIFE 
FORCE 


Beat Cubic Music score 5 

CHALLENGE 

HP MAX UP 2 

INCREASES MAX HP 

1 Treasure 
Glasses 

10 

440 

150 

Apairof THIEF'S GLASSES 
THAT REVEALS WHAT ITEMS 
YOUR ENEMY CARRIES 


Sea of baus — Eastern Shore 
(Open the treasure chest next 

TO THE SAVE LOCATION) 

TREASURE 

ANALYSIS 

REVEALS THE ITEMS 

CARRIED BY ENEMIES 

H Turn-Tail 
>1 Shoes 

8 

280 

90 

Shoes made of very light 

MATERIAL FOR BANDITS 
INCREASES YOUR SPEED 

WHEN FLEEING 


GRAND STAFF CONSTRUCTION 

Site — Building Material 

WAREHOUSE (SNEAK PAST THE 
GUARDS INTO THE WAREHOUSE, 
THEN EXAMINE THE VESSEL) 

Turn-Tail 

Enables you to always 

FLEE FROM BATTLE 

| Twin Cross 

10 



A SILVERACCESSORY 
PREFERRED BY HAND-TO- 
HAND FIGHTERS 


The Great Anicent Ruins — 
Lunar palace (Open a treasure 

CHEST ON THE LOWER FLOOR 
SHORTLY BEFORE REUNITING THE 
PARTY) 

DOUBLE BACK 

Occasionally doubles 

THE COUNTERATTACK 
DAMAGE 

" 

20 

2,000 

670 

A THICK VEST THAT 

PROTECTS FROM THE COLD 


ICE CANYON — BLIZZARD PEAK 
(SEARCH FORA TREASURE CHEST 
NEAR THE FIRST PENGUIN YOU 
ENCOUNTER) 

Anti-Freeze 

GRANTS IMMUNITY TO 
FREEZE 

WARRIOR'S 

Armband 

10 

2,200 

730 

AN ARMBAND OF MAGIC 
CRYSTAL THAT INSTANTLY 
REACTS TO MAGIC ATTACKS 


FROZEN TRAIL (OPEN THE EMER¬ 
GENCY CALL BOX BEFORE THE 
SECOND LOOKOUT TOWER) 

Spell 

Counter 

RANDOMLY PERFORMS 

a Black Magic coun- 

TERATTACKAGAINST THE 
ENEMY'S MAGICAL ATTACKS 

Water Charm 

20 

— 

— 

A CHARM THAT WEAKENS 

THE POWER OF WATER- 
ELEMENT ATTACKS 


ICE CANYON — ICE GORGE 
(COMPLETE THE "KING OF THE 
GLACIERS" TREASURE HUNT) 

Water 

Resistance 

Up 

Reduces water-element 

DAMAGE 

White Charm 

30 

20,000 

6,670 

A WHITE STONE WITH THE 

power of Regenerate 


Gohtza— Backyard (Win the 

BONUS PRIZE ON THE "MASTER 
RING USER" BACKYARD CHAL¬ 
LENGE) 

Auto HP 
Recovery 

Automatic HP 

RECOVERY AT THE END OF 
EVERY TURN 

White Flame 

CANDLE 

20 

3,500 

1,170 

A holy White Flame 

CANDLE THAT PROTECTS 
AGAINST DARKNESS 

A CHARM THAT WEAKENS 

THE POWER OF WIND- 
ELEMENT ATTACKS 


GOHTZA — RAIHEL'S GENERAL 
STORE (PURCHASE ONLY) 

Anti-Dark 

GRANTS IMMUNITY TO 

DARK 

WIND CHARM 

' 

20 




Beat Cubic Music score 4 

CHALLENGE 

Wind Resis¬ 
tance Up 

REDUCES WIND-ELEMENT 
DAMAGE 

WISDOM 

EARRINGS 

40 

3600 

1,200 

EARRINGS WORN BY SOR¬ 
CERERS WHOSE KNOWLEDGE 
HAS BEEN ACKNOWLEDGED 

BY THEIR PEERS 


Uhra Sewers — Magic tank 
(Open the treasure chest on 

THE UPPER WALKWAY OF THE 

LARGE BOTTOM LEFT TANK) 

Lv6 Black- 
White Magic 

Enables use of Black 
and White Magic up to 
Level 6 

Yellow band 

20 

450 

150 

A YELLOW ARMBAND THAT 
STAVES OFF PARALYSIS 


Sea of Baus — Reef Shallows 

(RAM THE MAGIC DEVICE ON 

THE LEFT) 

Anti- 

Paralysis 

Grants immunity to 

PARALYSIS 





















































































RINGS AND RING COMPONENTS 


I N THE FOLLOWING APPENDIX WE COVER LOST ODYSSEYS RING SYSTEM IN DETAIL. ALL THREE RING TYPES ARE 
INCLUDED—RING-ASSEMBLY, RINGMAKER, AND SPECIAL RINGS—AS ARE THE COSTAND RESALE VALUES OF ALL THE 
GAME S RING COMPONENTS. 




RING-ASSEMBLY RINGS 



These rings have only a single effect, but can be created at any time from components you find, win from enemies, or buy in shops. 
You can't beat the convenience. 









Description 

INFLICTS CRITICAL FIRE 
DAMAGE; EFFECTIVE AREA IS 
WIDENED 

Components 

VOLCANO RING 

SUN CRYSTAL (X13) 

Aqua Ring 

Enhancement 

WATER LV1 

DESCRIPTION 

INFLICTS WATER DAMAGE 

Components 

COLD WATER STONE (X3) 

Flux Ring 


Enhancement 

WATER LV2 

DESCRIPTION 

INFLICTS SEVERE WATER 
DAMAGE 

Components 

Aqija ring 
rainbow Coral (X7) 


lltW 

WIND LV2 

DESCRIPTION 

INFLICTS SEVERE WIND 
DAMAGE 

COMPONENTS 

WIND RING 

TORNADO LEAF (X7) 


►Typhoon Ring 1 * 


WIND LV3 


INFLICTS CRITICAL WIND 
DAMAGE 


STORM RING 

FUJIN DRUM (X3) 



WIND LV1+ 

S3S 

INFLICTS WIND DAMAGE; EF¬ 
FECTIVE AREA IS WIDENED 


WIND RING 

Gale wing (xs) 


Machine killerLv2 

INFLICTS MASSIVE DAMAGE 
ON MECHANICAL ENEMIES 
JAMMING RING 
PENDULUM (X9) 

BEAST HIDE RASP (X3) 


MACHINE KILLER LV3 
INFLICTS CRITICAL DAMAGE 
ON MECHANICAL ENEMIES 
HACKER RING 
POWER REACTOR (X6) 

Adamantine Ore 
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Magic killer lvi 

INFLICTS SIGNIFICANT DAM¬ 
AGE ON MAGICAL ENEMIES 
MYSTERIOUS PERFUME (X4) 
WHETSTONE (X2) 







MAGIC KILLER LV2 
INFLICTS MASSIVE DAMAGE 
ON MAGICAL ENEMIES 
MAGIC RING 
Magic Crystal (X6) 

BEAST HIDE RASP (X3) 





MAGIC KILLER LV3 
INFLICTS CRITICAL DAMAGE 
ON MAGICAL ENEMIES 
ALCHEMIST RING 

Magic Staff Fragment (xs) 
Adamantine Ore 




Aerial killer lvi 

INFLICTS SIGNIFICANT DAM¬ 
AGE ON AERIAL ENEMIES 
Sharp Beak (X3) 
WHETSTONE (X2) 


(St»iM«a;Uaiaa 


Aerial killer LV2 
INFLICTS MASSIVE DAMAGE 
ON AERIAL ENEMIES 
AIM RING 

MONSTER BIRD’S PLUME (X7) 
BEAST HIDE RASP (X3) 


Sniper Ring 


Enhancement 

Description 


Aerial killer LV3 
INFLICTS CRITICAL DAMAGE 
ON AERIAL ENEMIES 
HUNTER RING 

Wyvern’s Sharp Claw(x3) 
Adamantine Ore 


drafts™ 


BIO KILLER LVI 
INFLICTS SIGNIFICANT DAM¬ 
AGE ON ORGANIC ENEMIES 
INSECT INNARDS (X6) 
WHETSTONE (X2) 




Enhancement 

Description 


BIO KILLER LV2 
INFLICTS MASSIVE DAMAGE 
ON ORGANIC ENEMIES 
BIO RING 

BUG’S STOMACH (X6) 

BEAST HIDE RASP (X3) 




ffifaEsiaR Klara fUnraft 


Enhancement 

Description 


KELO-KILLER LV3 
INFLICTS CRITICAL DAMAGE 
ON ENEMY KELOLONS 
SUPER KELO RING 
KELOLON’S SOUL (X3) 
Adamantine Ore 





Magic killer lvi+ 

INFLICTS SIGNIFICANT DAM¬ 
AGE ON MAGICAL ENEMIES; 
EFFECTIVE AREA IS WIDENED 
MAGIC RING 
REPLICA STAFF (X7) 




Magic killer LV2+ 
INFLICTS MASSIVE DAMAGE 
ON MAGICAL ENEMIES; EF¬ 
FECTIVE AREA IS WIDENED 
ALCHEMIST RING 
REPLICA STAFF (X10) 


liagisma 

MAGIC KILLER LV3+ 

INFLICTS CRITICAL DAMAGE 
ON MAGICAL ENEMIES; EF¬ 
FECTIVE AREA IS WIDENED 

DESCRIPTION 

COMPONENTS 

WIZARD RING 

REPLICA STAFF (X13) 



Aerial killer lvi+ 

DESCRIPTION 

INFLICTS SIGNIFICANT DAM¬ 
AGE ON AERIAL ENEMIES; 
EFFECTIVE AREA IS WIDENED 

COMPONENTS 

AIM RING 

PHOENIX TAIL (X5) 


KILLER LV2+ 
INFLICTS MASSIVE DAMAGE 
ON AERIAL ENEMIES; EFFEC¬ 
TIVE AREA IS WIDENED 
HUNTER RING 
PHOENIX TAIL (X8) 


| SPIRIT KILLER LV3 

I INFLICTS CRITICAL DAMAGE 
ON SPIRIT MAGIC ENEMIES 

I Enchanted ring 
Round Spirit Stone (xs) 
Adamantine Ore 
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Aerial killer LV3+ 
INFLICTS CRITICAL DAMAGE 
ON AERIAL ENEMIES; EFFEC¬ 
TIVE AREA IS WIDENED 
HUNTER RING 
PHOENIX TAIL (Xll) 


Beast Ring Ultra 

Enhancement 


BEAST KILLER LV1+ 

INFLICTS SIGNIFICANT 
DAMAGE ON ENEMY BEASTS; 
EFFECTIVE AREA IS WIDENED 
BEAST RING 
BEAST KING’S CLAW (X7) 


BEAST KILLER LV2+ 

INFLICTS MASSIVE DAMAGE 
ON ENEMY BEASTS; EFFECTIVE I 
AREA IS WIDENED 
DINOSAUR RING 
BEAST KING’S CLAW (X9) 




bio killer LV1+ 

INFLICTS SIGNIFICANT DAM¬ 
AGE ON ORGANIC ENEMIES; 
EFFECTIVE AREA IS WIDENED 


BIO RING 

GIANT FEELER (X3) 

LlAnafcv 

liasisi 

BIO KILLER LV2+ 

Description 

INFLICTS MASSIVE DAMAGE 

ON ORGANIC ENEMIES; EF¬ 
FECTIVE AREA IS WIDENED 

Components 

Creature Ring 

Giant Feeler (xs) 



BIO KILLER LV3 

INFLICTS CRITICAL DAMAGE 
ON ORGANIC ENEMIES 


CREATURE RING 

blackMonster bug Oil 

(X6). 

Adamantine Ore 
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KELO-KILLER LVI 

DESCRIPTION 

INFLICTS SIGNIFICANT DAM¬ 
AGE ON ENEMY KELOLONS 

COMPONENTS 

KELO-OlL (X3) 

WHETSTONE (X2) 

&»jgsKdISsnK8iJjfriggi 
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KELO-KILLER LV2 

DESCRIPTION 

INFLICTS MASSIVE DAMAGE 

ON ENEMY KELOLONS 

COMPONENTS 

KELO RING 

KELO-HELMET (X6) 

BEAST HIDE RASP (X3) 


Dragon Rin g Ultra 

Enhancement 
Description 


BEAST KILLER LV3+ 

INFLICTS CRITICAL DAMAGE 
ON ENEMY BEASTS; EFFECTIVE | 
AREA IS WIDENED 
DRAGON RING 
BEAST KING’S CLAW (Xll) 




Enhancement 

DESCRIPTION 





BIO KILLER LV3+ 

INFLICTS CRITICAL DAMAGE 
ON ORGANIC ENEMIES; EF¬ 
FECTIVE AREA IS WIDENED 
MONSTER RING 
GIANT FEELER (X13) 


Jamming Rin g Ultra 

Enhancement 




MACHINE KILLER LV1+ 



| KELO-KILLER LV1+ 

( INFLICTS SIGNIFICANT DAM¬ 
AGE ON ENEMY KELOLONS; 
EFFECTIVE AREA IS WIDENED 

I KELO RING 
KELOLON HEART (X3) 
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Enhancement 

DESCRIPTION 


I INFLICTS MASSIVE DAMAGE 
ON MECHANICAL ENEMIES; 
EFFECTIVE AREA IS WIDENED 

I HACKER RING 
GENERATOR (X10) 


KELO-KILLER LV2+ 

INFLICTS MASSIVE DAMAGE 
ON ENEMY KELOLONS; EFFEC¬ 
TIVE AREA IS WIDENED 
SUPER KELO RING 
KELOLON HEART (X6) 


System Ring Ultra 

I Enhancement 


Master Kelo Ring Ultra 


Machine killer Lv3+ 
INFLICTS CRITICAL DAMAGE 
ON MECHANICAL ENEMIES; 
EFFECTIVE AREA IS WIDENED 

System ring 
Generator (xi2) 


| KELO-KILLER LV3+ 

I INFLICTS CRITICAL DAMAGE 
ON ENEMY KELOLONS; EFFEC¬ 
TIVE AREA IS WIDENED 

I MASTER KELO RING 
KELOLON HEART (X9) 


Enhancement 

poison Effect LV2 

DESCRIPTION 

Frequently causes poison 

Components 

POISON RING 

Toxin butterfly Scales 

(X3) 

GUTSY CLOTH (X9) 

Plague Ring 

Enhancement 

Poison Effect LV3 

DESCRIPTION 

Almost certainly causes 

POISON 

Components 

VENOM RING 

NECROSIS MOLD (X3) 

LIVING BRASS (X2) 

Toxin Ring 

Enhancement 

Toxin Effect lvi 

DESCRIPTION 

Occasionally causes 

Toxin 

Components 

POISONOUS RED SNAKE (X6) 
STICKY TAPE (X8) 


Contagion Ring 


enhancement 

description 


COMPONENTS 


Toxin Effect LV2 
Frequently causes Toxin 
Toxin ring 

BYPRODUCT X(X4) 

Gutsy Cloth (X9) 


Biohazard R ing 

Enhancement 
description 



Toxin Effect LV3 
Almost certainly causes 
Toxin 

Contagion ring 

DECAYING PARTICLE (X3) 
LIVING BRASS (X2) 


















































































































ENHANCEMENT 

DESCRIPTION 


Paralysis Effect Lvi 
Occasionally causes 

PARALYSIS 

PARAWEED THORN (X2) 
STICKY TAPE (X9) 


Inertia Ring 

Enhancement 

Description 


Paralyzing Ring 

Enhancement 


Description 





paralysis Effect Lv2 


Frequently causes 

PARALYSIS 

[ Numbing ring 

PARAWEED NEEDLE (X5) 
GUTSY CLOTH (X10) 


Paralysis Effect Lv3 
Almost certainly causes 

PARALYSIS 
INERTIA RING 
PARALYZING THORN (X3) 
LIVING BRASS (X2) 


Blinding Ring 


Enhancement 

DARKNESS EFFECT LVI 

DESCRIPTION 

Occasionally causes 

DARKNESS 

Components 

BLINDING POWDER(X3) 
STICKY TAPE (X4) 

Blackout Ring 

Enhancement 

DARKNESS EFFECT LV2 

DESCRIPTION 

FREQIJENTLY CAUSES DARK¬ 
NESS 

Components 

BLINDING RING 

DARK FLAME (X8) 

GUTSY CLOTH (X8) 

Eclipse Ring 

Enhancement 

DARKNESS EFFECT LV3 

DESCRIPTION 

ALMOST CERTAINLY CAUSES 
DARKNESS 

Components 

BLACKOUT RING 

Perpetual darkness (X4) 
LIVING BRASS (X2) 

Fear Ring 

Enhancement 

Terror Effect lvi 

DESCRIPTION 

Occasionally causes 
Terror 

Components 

Seed of Terror (X9) 

Sticky Tape (X6) 

Dread Ring 

Enhancement 

Terror Effect LV2 

DESCRIPTION 

FREQIJENTLY CAUSES TERROR 

Components 

FEAR RING 

MIRROR STONE OF FEAR (X9) 
GUTSY CLOTH (XU) 

Terror Ring 

Enhancement 

Terror Effect LV3 

DESCRIPTION 

Almost certainly causes 
Terror 

Components 

DREAD RING 

GRAVESTONE OF FEAR(X2) 
LIVING BRASS (X20) 


Seal Ring 

I Enhancement 




Seal Effect Lvi 




| Occasionally causes Sleep 

I Sandman’s Seal (xio) 
Sticky Tape (X2) 



Sleep Effect LV2 
FREQUENTLY CAUSES SLEEP 

Sleep ring 
Nightmare Seal (X9) 
Gutsy Cloth (X2) 


Hhraasi 




Sleep Effect Lv3 

Almost certainly causes 
[Sleep 

■Hill 

FAINTING RING 

FAIRY’S CRADLE (X4) 

LIVING BRASS (X2) 




Petrify Effect lvi 

Occasionally causes 

PETRIFY 

g 

LIVING GYPSUM (X4) 

STICKY TAPE 



Petrify Effect LV2 
Frequently causes petrify 
Stone ring 

Stone beast’s Fang (xs) 
Gutsy Cloth (xis) 



petrify Effect LV3 

DESCRIPTION 

Almost certainly causes 

PETRIFY 

COMPONENTS 

BOULDER RING 

ANCIENT STATUE (X6) 

LIVING BRASS (X2) 




Enhancement 

Description 


INSTANT DEATH EFFECT 

Occasionally kills the 

ENEMY INSTANTLY 
DEATH POWDER (X5) 




| poison Effect lvi+ 

I Occasionally causes 

POISON; EFFECTIVE AREA IS 
WIDENED 

I POISON RING 
POISONOUS BONES (X5) 




■agf 

poison Effect LV2+ 
Frequently causes poison; 

EFFECTIVE AREA IS WIDENED 


VENOM RING 

POISONOUS BONES (XIO) 



Poison Effect Lv3+ 

Almost certainly causes 

POISON; EFFECTIVE AREA IS 
WIDENED 

1 

PLAGUE RING 

POISONOUS BONES (X15) 

Bsmii3KGdfisiSfo 



Toxin Effect lvi+ 

OCCASIONALLY CAUSES 
TOXIN; EFFECTIVE AREA IS 
WIDENED 

Toxin ring 

DRAGON SCALE (X2) 




Toxin Effect LV2+ 
Frequently causes Toxin; 

EFFECTIVE AREA IS WIDENED 

DESCRIPTION 

COMPONENTS 

CONTAGION RING 

DRAGON SCALE (X5) 


Toxin Effect LV3+ 
Almost certainly causes 

TOXIN; EFFECTIVE AREA IS 
WIDENED 
BIOHAZARD RING 
DRAGON SCALE (X8) 



Numbing 1 Rin g Ultra 

Enhancement 
description 


r 


paralysis Effect Lvi+ 
Occasionally causes 

PARALYSIS; EFFECTIVE AREA 
IS WIDENED 

Numbing ring 

ULTRA PARALYSIS FLUID (X3) 





| DARKNESS EFFECT LV3+ 






| Seal Effect LV2+ 




Sleep Effect lvi+ 
Occasionally causes 

SLEEP; EFFECTIVE AREA IS 

WIDENED 

SLEEP RING 

DEMON SCULPTURE (X5) 


Fainting Rin g Ultra 

I Enhancement I 


DESCRIPTION 


Sleep Effect Lv 2+ 
FREQIJENTLY CAUSES SLEEP; 
EFFECTIVE AREA IS WIDENED 
| FAINTING RING 
j DEMON SCULPTURE (X8) 



Sleep Effect LV3+ 

Almost certainly causes 

SLEEP; EFFECTIVE AREA IS 

WIDENED 

COMA RING 

DEMON SCULPTURE (XIO) 



Petrify Effect lvi+ 
Occasionally causes 

PETRIFY; EFFECTIVE AREA IS 
WIDENED 

DESCRIPTION 

COMPONENTS 

STONE RING 

Gorgon Mask(x4) 
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petrify Effect LV2+ 
Frequently causes 

PETRIFY; EFFECTIVE AREA IS 
WIDENED 
BOULDER RING 
Gorgon Mask(xs) 
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petrify Effect LV3+ 

Almost certainly causes 

PETRIFY; EFFECTIVE AREA IS 
WIDENED 

Description 

Components 

ASTEROID RING 

Gorgon Mask(xi2) 


mp Absorb lvi 
Absorbs a small amount 

OF ENEMY MP 
Magic-Luring Stone (X3) 




Enhancement 

Description 


Components 


mp Absorb lv2 
Absorbs enemy mp 
Osmosis ring 
Magic-Luring Stone (X3) 


j SfliflJ l 
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Enhancement 

MP ABSORB LV3 

DESCRIPTION 

ABSORBS A SIGNIFICANT 
AMOUNT OF ENEMY MP 

Components 

ABSORBER RING 

STAR ABSORBER (X3) 


nsn 

MP ABSORB LV1+ 

ABSORBS A SMALL AMOUNT 

OF ENEMY MP; EFFECTIVE 

AREA IS WIDENED 


Osmosis ring 
Magic-Sealing Vase (xio) 


Enhancement 

mp Absorb lv2+ 

Absorbs enemy MP; effec¬ 
tive AREA IS WIDENED 

DESCRIPTION 

Components 

ABSORBER RING 
Magic-Sealing vase (xi 2 ) 




MP ABSORB LV3+ 

ABSORBS A SIGNIFICANT 
AMOUNT OF ENEMY MP; EF¬ 
FECTIVE AREA IS WIDENED 
INGESTION RING 

Magic-Sealing vase (xis) 




I Critical up lvi 

I Slightly increases the 

CHANCE OF CRITICAL HITS 
| STICKY TAPE (X4) 


Rage Ring 


Enhancement 

Description 


Critical up EV2 
INCREASES THE CHANCE OF 
CRITICAL HITS 
ANGER RING 
GUTSY CLOTH (X7) 




Enhancement 

Critical up LV3 

Description 

Significantly increases 

THE CHANCE OF CRITICAL 
HITS 

Components 

RAGE RING 

LIVING BRASS (X6) 
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Critical up lvi+ 

Slightly increases the 

CHANCE OF CRITICAL HITS; 
EFFECTIVE AREA IS WIDENED 
ANGER RING 

BLOOD CLOTH CRYSTAL (X10) 








Critical up LV2+ 

DESCRIPTION 

INCREASES THE CHANCE OF 
CRITICAL HITS; EFFECTIVE 
AREA IS WIDENED 

COMPONENTS 

RAGE RING 

BLOOD CLOTH CRYSTAL (X12) 



Critical up LV3+ 
Significantly increases the 

CELANCE OF CRITICAL HITS; 
EFFECTIVE AREA IS WIDENED 


FURY RING 

BLOOD CLOTH CRYSTAL (X14) 



MUG LVl 

i DESCRIPTION 

Occasionally steals items 

FROM ENEMIES 

COMPONENTS 

BENT NEEDLE (X2) 

WIND SEAL LEAF (X5) 
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Mug Lv2 

FREQUENTLY STEALS ITEMS 
FROM ENEMIES 

Pickpocket ring 
Thief’s Charm (X2) 
Tornado leaf (xsj 




Mug LV3 

Almost certainly steals 

ITEMS FROM ENEMIES 
SNATCHER RING 
BRASS KEY (X3) 

FUJIN DRUM (X2) 


Pickpocket RinG’Ultra * 1 


Enhancement 

Description 


Mug lvi+ 

Occasionally steals items 

FROM ENEMIES; EFFECTIVE 
AREA IS WIDENED 

Pickpocket ring 
Jet black Cloth (X4) 
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Enhancement 

Description 


Mug LV2+ 

I FREQUENTLY STEALS ITEMS 
FROM ENEMIES; EFFECTIVE 
I AREA IS WIDENED 
SNATCHER RING 

1 JET BLACK CLOTH (X7) 



4X GC DAMAGE + 

Quadruples damage to 

ENEMY GC (WHEN PERFECT); 
EFFECTIVE AREA IS WIDENED 
MAULER RING 
PANDORA’S BOX (X6) 


“| DAMAGE UP LV3+ 

I SIGNIFICANTLY INCREASES 
ATTACK DAMAGE; EFFECTIVE 
AREA IS WIDENED 

( Demolition ring 
Guardian Ore (X20) 


8X GC DAMAGE + 

OCTUPLES DAMAGE TO 
ENEMY GC (WHEN PERFECT); 
EFFECTIVE AREA IS WIDENED 
PUNISHER RING 
Ruin Mask(x9) 

PANDORA’S BOX (X9) 



Magic delay lvi 

Slightly increases magic 

DELAY EFFECT 


BLACK PEARL POWDER (X10) 
MYSTERIOUS PERFUME (X3) ] 


HP ABSORB LVl 
ABSORBS A SMALL AMOUNT 
OF ENEMY HP 

BLOOD SUCKING NEEDLE (X5) 


HP ABSORB LV2 
ABSORBS ENEMY HP 
DRAINING RING 
LIFE STEALING TOOTH (XI2) 




[lag is 

Magic delay lv2 

DESCRIPTION 

INCREASES MAGIC DELAY 
|EFFECT 

COMPONENTS 

Daydream ring 

LOUD BELL (X13) 

Magic Crystal (X6) 

Amnesia Ring 

Enhancement 

Magic delay LV3 

DESCRIPTION 

Significantly increases 

MAGIC DELAY EFFECT 

Components 

FORGETTING RING 

Roaring iron Claw(x7) 
Magic Staff Fragment (X3) 


HP ABSORB LV3 
ABSORBS A SIGNIFICANT 
AMOUNT OF ENEMY HP 
DEVOUR RING 
DRAINING STONE (X3) 


Daydream Ring Ultra 

Enhancement 
description 


Draining Ring Ultra 


hp Absorb lvi+ 

Absorbs a small amount 

OF ENEMY HP; EFFECTIVE 
AREA IS WIDENED 
DRAINING RING 
VAMPIRE BOTTLE (X7) 


MAGIC DELAY LV1+ 
SLIGHTLY INCREASES MAGIC 
DELAY EFFECT; EFFECTIVE 
AREA IS WIDENED 

Daydream ring 
Magic power device (xs) 


Forgetting Ring Ultra 

Enhancement 
description 
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Disaster Ri ng Ultra 

Enhancement 
Description 


GC DOWN LV3 
Occasionally neutral¬ 
izes ENEMY GC; EFFECTIVE 
AREA IS WIDENED 
DISASTER RING 

Flower of Suspicion 




Enhancement 

Description 


Mug LV3+ 

Almost certainly steals 

ITEMS FROM ENEMIES; EFFEC¬ 
TIVE AREA IS WIDENED 
BURGLAR RING 
JET BLACK CLOTH (X12) 


Hammer Rin g 

Enhancement 

Description 
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HP Absorb LV2+ 

Absorbs enemy HP; effec¬ 
tive AREA IS WIDENED 
DEVOUR RING 
VAMPIRE BOTTLE (X9) 


Magic delay LV2+ 
INCREASES MAGIC DELAY 
EFFECT; EFFECTIVE AREA IS 
WIDENED 
FORGETTING RING 

Magic power device (xis) 


Amnesia Ring Ultra 

Enhancement 
description 




HP Absorb LV3+ 

Absorbs a significant 

AMOUNT OF ENEMY HP; EF¬ 
FECTIVE AREA IS WIDENED 
SOULSUCKER RING 
VAMPIRE BOTTLE (X12) 


Magic delay LV3+ 
Significantly increases 

MAGIC DELAY EFFECT; EFFEC¬ 
TIVE AREA IS WIDENED 
AMNESIA RING 
MAGIC POWER DEVICE (X25) 


2x GC Damage 

DOUBLES DAMAGE TO ENEMY 
GC (WHEN PERFECT) 

BEAT STONE (XU) 


Enhancement 

DESCRIPTION 


Rare item Robber lvi 
Occasionally steals rare 

ITEMS FROM ENEMIES 
THIEF’S KEY RING (X5) 




DAMAGE UP LVl 

SLIGHTLY INCREASES ATTACK 
DAMAGE 

WHETSTONE (X4) 





DAMAGE UP LV2 

INCREASES ATTACK DAMAGE 
BRUISER RING 

BEAST HIDE RASP (X7) 
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Rare item Robber LV2 
FREQUENTLY STEALS RARE 
ITEMS FROM ENEMIES 

s 

ACE THIEF RING 

MASTER THIEF TOOL (X I2) 



















































































































THE RING MAKER S RINGS 


The ringmaker can combine the effects of your self-made rings into a single ring with multiple abilities. He charges nothing for this 
service, but making the prerequisite rings won't be easy. 


WM 






R 


Water-Powered ring 
Wind-Powered ring 
Earth-Powered ring 


Soul ring _ 

Turtle Shell ring 


FLYING BEAST RING 
HERCULEAN RING 


FLAME 
|Aqija 
j Wind 
j Earth 
j Osmosis 
j Piercing 
Beast 
Bruiser 


Bruiser 
bruiser 
Bruiser 
Bruiser 
Bruiser 
Bio 
Aim 
Anger 


Stream ring 
Cyclone ring 

PLANET RING 


RAGING fire RING 
WATER BEAST RING 


SHARP WIND RING 
RUMBLE RING 

KILESARING _ 

VIGOR RING 


CRUSHER 

CRUSHER 

CRUSHER 

CRUSHER 

Hunter 

Dinosaur 

Gouging 

Alchemist 

Inertia 

Rage 


Rage 
Rage 
Rage 
Rage 

Container 

Pickpocket 

Devour 

Crusher 

Blackout 

DESTRUCTION I 


Combined ring 

RING 1 

1 RING 2 

1 RING 3 

Sun 

Volcano 

Demolition 

Fury 

Comet 

Ocean 

Demolition 

Fury 

Atmosphere 

Typhoon 

Demolition 

Fury 

Meteorite 

Quake 

Demolition 

Fury 

Greed 

Demolition 

Fury 

Soulsucker 

Assassin 

King Thief 

Biohazard 

Slayer 

Cursed poison 

Biohazard 

Asteroid 

Enclosure 

Crisis 

Monster Ultra Wizard Ultra 

Sorcerer Ultra 

Magic breaking 

System Ultra 

Enclosure Ultra Amnesia Ultra | 



Special rings are typically taken from enemies (either as dropped or stolen items) or found in well-hidden chests (usually accompany¬ 
ing weapons of a similar name). These rings cannot be modified in anyway. 


Special rings are typically taken from enemies (either as dropped or stolen items) or found in well-hidden chests (usually accompany¬ 
ing weapons of a similar name). These rings cannot be modified in anyway. 



Ring 

Effect i 

Effect 2 

Effect 3 

Obtain 

Adamantis Ring 

WATER LVl 

Bio Killer Lvi 

MP Absorb Lvi 

Give Pipots 20 Seeds 

AneiraRing 

HP Absorb Lv3 

MP Absorb Lv3 

Magic Delay Lv3 

Pirate fortress (Find all of Sed's crewmates and return to 
the hideout) 

Angel Ring 

Earth Level 2 

Kelo-Killer LV2 

HP Absorb Lv2 

The Great Ancient Ruins — Throne of Sun (Loot from Keystone 
in Ancient Fiend battle) 

Apocalypse Ring 

EARTH LV2 

Magic Killer Lv2 

toxin Effect Lv2 

Undersea (Complete "Sunken in the Sea of baus" treasure hunt) 

Circular 

Dance Ring 

GC DOWN LV2 

paralysis Effect Lv2 

— 

GOHTZA STATION — PLATFORM 

Dark 

Crystal Ring 

WIND LV2 

Magic Killer Lvi 

Terror Effect Lvi 

Mountain Village tosca (Complete "Tosca Treasure Hunt" 

TREASURE HUNT) 

Demon 

King Ring 

FIRE LV2 

Spirit Killer Lv2 

MP Absorb Lv2 

Gongora's Magic Experimentation laboratotry("King 

Gongora's Secret" treasure hunt.) 

Demon 

warrior Ring 

BEAST KILLER LVl 

Machine Killer Lvi 

Magic Killer Lvi 

Crimson forest — Maze of Gloom (requires Mack in your 

PARTY) 

Durandal Ring 

DAMAGE UP LV3+ 

Critical Up Lv3+ 

8X GC DAMAGE + 

Ipsiilon Mountains — Mining Site (Give Orichalcum to 

BLACKSMITH.) 

Gaia Ring 

DAMAGE UP LV2 

Critical Up Lv2 

2X GC DAMAGE 

Uhra— Central station Sqaure (Complete "Hidden Treasure in 
Station Square" treasure hunt.) 

Gravity Ring 

FEP Absorb Lv3 

MP Absorb Lv3 

Rare Item Robber Lv3 

The Forgotten Cave (Defeat the cave worm.) 

Ignis Ring 

DAMAGE UP LV3+ 

HP Absorb Lv3+ 

Rare item Robber LV3+ 

Ipsiilon Mountains — Mining Site (Give Orichalcum to 
blacksmith.) 

Innocence Ring 

Fire Lv2 

Machine Killer Lvi 

Seal Effect Lvi 

GOHTZA — CASINO — GAMBLER'S HIDEOUT 

| King Ring 

Critical Up Lv3 

instant Death Effect 

8X GC DAMAGE 

Uhra—Amphitheater of the Sky (Defeat Golden Knight.) 

| Lotus Ring \ 

DAMAGE UP LV2 

Machine Killer Lv2 

- 

Experimental Staff, Upper Division 

1 Lucent 
| Dragon Ring 

HP Absorb Lv2 

MP Absorb Lv2 

Critical Up Lv2 

The Great Ancient Ruins - Throne of Sun (Complete “Art Piece 
FROM THE Ruin” treasure hunt) 

Master Ring 

toxin Effect Lv3 

Petrify Effect Lv3 

paralysis Effect Lv3 

The Black Cave — Helltrap (Break royal seal.) 

Phoenix Ring 

HP Absorb Lv3 

MP Absorb Lv3 

DAMAGE UP LV3 

Temple of Enlightenment—Altar of Truth (Complete "What 
the Cursed Mask Guards" treasure hunt.) 

ROYAL 

knight Ring 

GC Down Lv2 

Machine Killer Lv2 

Magic Killer Lv2 

Break Royal Seal in Uhra Back Alley 

Sacred Ring 

Wind Lv2 

Machine Killer Lv2 

Sleep Effect Lv2 

Gohtzan Refugee camp — (Return Don laploss' Claws to the 

SHOPKEEPER.) 

1 - 

1 Siderite Ring 

DAMAGE UP LV3 

Critical Up Lv3 

8X GC DAMAGE 

GOHTZA — BACKYARD (EARN 60 STARS IN BACKYARD COMPETITION.) 

Snake Ring 

poison Effect Lvi 

Darkness Effect Lvi 

- 

Experimental Staff — power Division 

1 Solomon Ring 

WATER LV2 

Bio Killer Lv2 

PETRIFY LV2 

Undersea (Sunken town treasure hunt) 

Spartan Ring 

BEAST KILLER LV2 

Machine Killer Lv2 

BIO KILLER LV2 

City of saman (Turn in Riordan the smuggler) 

Spire Ring 

WATER LV2 

Magic Killer Lv2 

Poison Effect Lv2 

Gohtzan Refugee camp (Comlete "An item at the hot Spring" 

TREASURE HUNT.) 
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Below we Ve provided a list of all the game s ring components, included cost and resale values. 



Cost 


Component 


resale 


SANDMAN'S SEAL 


Seal Cross 


Sealing Stone 


Seed of Terror 


Shark Skin 


Sharp Beak 


Spent Magic Engine 


StarAbsorber 


STICKY TAPE 


Stone Beast's fang 


Sun Crystal 


Thief's Key Ring 


tornado Leaf 


toxin Butterfly Scales 


Ultra paralysis Fluid 


UNICORN'S HORN 


COLD WATER STONE 


VAMPIRE BOTTLE 


CRIMSON TREASURE 


WATERFALL CLUSTER 


DARK DEMON NOTE 


WHETSTONE 


Dark Flame 


Wind Seal Leaf 


Death powder 


Wyvern's Sharp Claw 


Decaying particle 


Demon sculpture 


Dragon scale 


Draining stone 


Eastern Red Ore 


Fairy's Cradle 


Flower of Suspicion 


forbidden Explosive 


Frontier Siderite 


Fujin Drum 


Gale Wing 


Generator 


Giant Feeler 


APPENDICES 


25 

150 

1,200 

80 

110 

40 

1,000 

5,000 

20 

800 

100 

500 

500 

100 

250 

1,000 

400 

25 

100 

15 

30 

650 


10 

50 

400 

30 

40 

10 

330 

1,670 

10 

270 

30 

170 

170 

30 

80 

330 

130 

10 

30 

10 

10 

220 


1 


1,500 


500 


300 

300 

2,000 

150 

75 

200 

250 

500 

150 

60 

400 

50 

100 

30 

2,000 

30 

1,000 

3,000 

700 

35 

110 

1,000 

150 

250 

125 

500 

500 

100 

1,000 

500 

200 

75 

80 

900 

100 

80 

1,000 

150 

700 

40 

250 

30 

100 

100 

50 

1,000 


100 

100 

670 

50 

30 

70 

80 

170 

50 

20 

120 

20 

30 

10 

670 

10 

330 

1,000 

230 

10 

40 

330 

50 

80 

40 

170 

170 

30 

330 

170 

70 

30 

30 

300 

30 

30 

330 

50 

230 

10 

80 

10 

30 

30 

20 

330 


170 


r 


RESALE 


Component 

Cost 

RESALE 

Adamantine Ore 

200 

70 

Ancient Statue 

1,000 

330 

Beast Hide rasp 

100 

30 

Beast King's Claw 

35 

10 

Beast s Horn 

35 

10 

Beat Stone 

100 

30 

bent Needle 

300 

100 

Black Monster Bug Oil 

650 

220 

Black Pearl powder 

25 

10 

Blinding powder 

150 

50 

Blood Cloth Crystal 

50 

20 

Blood Sucking Needle 

50 

20 

Brass Key 

800 

270 

Bug's Stomach 

125 

40 

BYPRODUCT X 

1,000 

330 

Cape of Illusions 

6,000 

2,000 

Ceremonial Crystal 

550 

180 


GLACIAL ICE 


— 

Gorgon Mask 

2,000 

670 

Gravestone of Fear 

500 

170 

Guardian Ore 

80 

30 

Gutsy Cloth 

100 

30 

Hard Skin 

20 

10 

■ Incense of Distrust 

110 

40 

J INSECT INNARDS 

25 

10 

1 INVISIBILTY POTION 

2,000 

670 

Iron ball of Ruin 

1,500 

500 

Jet Black Cloth 

180 

60 

Jewel of Wisdom 

30 

10 

Junk parts 

50 

20 


COMPONENT 
KeloHelmet 
Kelolon Heart 
Kelolon's Soul 
Kelo-Oil 

Life Stealing tooth 
Living Brass 
Living Gypsum 
Loud Bell 
Magic Crystal 
Magic power Device 
Magic Staff Fragment 
Magic-Luring Stone 
Magic-Sealing Feather 
Magic-Sealing Vase 
Magic-Storing Stone 
magma Fragment 

MANACLES OF DESPAIR 

Master Thief tool 
Metal scale 
Mighty Carapace 
Mirror Stone of Fear 
Mist of darkness 
Monster Bird's Plume 
Mother Nature's Spirit 
Mysterious Perfume 
Necrosis Mold 
Nightmare Seal 

NUTRITION OF THE EARTH 
PANDORA'S BOX 
PARALYZING THORN 
PARAWEED NEEDLE 
PARAWEED THORN 

Pendulum 
Perpetual darkness 
Phoenix Tail 
Poison Oil 
POISONOUS BONES 

j J poisonous Red Snake 
power Reactor 
^ Pumice of Despair 
. ” Purgatory Ore 
Quality Iron sand 
raging Beast's Eye 

RAINBOW CORAL 

Replica staff 
Roaring Iron Claw 
Round Spirit stone 


















































APPENDICES 


SPELLS 


^hite, Black, Spirit, and Composite spell books are provided below, including spells by level and all ol 

THEIR ASSOCIATED STATS. 


WHITE MAGIC SPELL BOOK 


Heal 

Cure poison 

SHIELD 

BARRICADE 

LOCATION: DEFAULT SPELL FOR 

Level 1 White Magic skill 

LOCATION: DEFAULT SPELL FOR 

Level 1 White Magic skill 

LOCATION: IPSILON MOUN¬ 
TAINS — MOUNTAIN HUT 
(Light the candle near the 

BEDS, THAN EXAMINE THE 
GLOWING LIGHT.) 

LOCATION: IPSILON MOUN¬ 
TAINS — Near Mountain Hut 
(Search the vessel.) 

MP: 5 

MP: 5 

MP: 10 

MP: 10 

CASTING TIME: lA 

CASTING TIME: lA 

CASTING TIME: lA 

Casting Time: iA 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

DESCRIPTION: SLIGHTLY 
RECOVERS HP OF ONE PARTY 
MEMBER 

DESCRIPTION: CURES ONE 

PARTY MEMBER OF POISON 
STATUS 

DESCRIPTION: SLIGHTLY IN¬ 
CREASES PHYSICAL DEFENSE OF 
ONE PARTY MEMBER 

DESCRIPTION: SLIGHTLY IN¬ 
CREASES MAGICAL DEFENSE OF 

ONE PARTY MEMBER 


Level 2 zephyr 


Cure paralysis 


LOCATION: DEFAULT SPELL FOR 

Level 2 White Magic skill 


MP: 10 

Casting Time: iG 

RANGE: All ALLIES 

DESCRIPTION: SLIGHTLY 
RECOVERS HP OF ALL ALLIES 


LOCATION: DEFAULT SPELL FOR 

Level 2 White Magic skill 


All-Shield 


LOCATION: SEA OF BAUS — 

Rocks near Sunken Ship 
(Examine the treasure 

CHEST IN THE RUSTED 
BOAT HULL.) 


All Barricade 


LOCATION: SEA OF BAUS — 
Crater island (Climb half¬ 
way up THE STEPS THEN TAKE 
PATH TO THE RIGHT AND EX¬ 
AMINE THE TREASURE CHEST.) 


MP: 10 


MP: 20 


Casting Time: ib 

RANGE: ONE ALLY 


DESCRIPTION: CURES ONE 
PARTY MEMBER OF PARALYSIS 


Casting Time: iG 

RANGE: All ALLIES 

DESCRIPTION: SLIGHTLY 
INCREASES PHYSICAL DEFENSE 
OF ALL PARTY MEMBERS 


MP: 20 

Casting Time: iG 
RANGE: All ALLIES 


DESCRIPTION: SLIGHTLY 
INCREASES MAGICAL DEFENSE 
OF ALL PARTY MEMBERS 


Cure Seal 

Cover 

Shine 

KELOLON 

LOCATION: DEFAULT SPELL FOR 

Level 3 White Magic skill 

LOCATION: DEFAULT SPELL FOR 

Level 3 White Magic skill 

LOCATION: NUMARA — MAIN 

Street (Speak to the girl in 

THE GONDOLA, THEN SPEAK 

TO THE BOY IN THE OTHER. HE 
WILL BRING THE CHEST ACROSS 
THE CANAL.) 

LOCATION: GHOST TOWN — 
Cooke and Mack's house 
(Open the treasure chest 

UPSTAIRS.) 

MP: 15 

MP: 15 

MP: 15 

MP: 15 

Casting Time: iC 

CASTING TIME: lC 

CASTING TIME: 2B 

CASTING TIME: lC 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: ALL ENEMIES 

RANGE: ONE ALLY 

DESCRIPTION: CURES ONE 
MEMBER OF SEAL STATUS 

DESCRIPTION: CREATES A 

WEAK BARRIER THAT ABSORBS 
DAMAGE AND PROTECTS A 

PARTY MEMBER 

DESCRIPTION: INFLICTS SMALL 

Light damage and Blind on 

ALL ENEMIES 

DESCRIPTION: TURNS ONE 

PARTY MEMBER INTO A KELO¬ 
LON OR REMOVES KELOLON 

STATUS 
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LEVEL 4 HEALA 


I CURE PETRIFY 


LOCATION: DEFAULT SPELL FOR 
Level 4 White Magic skill 



LOCATION: DEFAULT SPELL FOR 
Level 4 White Magic skill 


LOCATION: AUTOMATICALLY 
EARNED WHEN SARAH JOINS 
THE PARTY 


LOCATION: AUTOMATICALLY 
EARNED WHEN SARAH JOINS 
PARTY 


Casting Time: id 


RANGE: ONE ALLY 


Casting Time: id 


RANGE: ONE ALLY 


MP: 20 


Casting Time: id 


RANGE: ONE ALLY 


MP: 20 


Casting Time: id 


RANGE: One enemy 


DESCRIPTION: RECOVERS HP OF DESCRIPTION: CURES ONE 
| ONE PARTY MEMBER PARTY MEMBER OF PETRIFY 

STATUS 


DESCRIPTION: REMOVES A 
NEGATIVE MAGIC EFFECT FROM 
ONE PARTY MEMBER 


DESCRIPTION: REMOVES A 
STRENGTHENING MAGIC 
EFFECT FROM ONE ENEMY 


Level 5 zephyra 


BARRACADUS 


LOCATION: DEFAULT SPELL FOR 
Level 5 White Magic skill 


LOCATION: DEFAULT SPELL FOR 

Level 5 White Magic skill 


LOCATION: EXPERIMENTAL 

Staff — damiroh's Grab bag 
(Purchase only) 


LOCATION: EXPERIMENTAL 

Staff — damiroh's Grab bag 
(Purchase only) 


MP: 40 

MP: 40 

MP: 30 

MP: 30 

Casting Time: 2 B 

Casting Time: ie 

Casting Time: ie 

Casting Time: ie 

RANGE: All ALLIES 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: ONE ALLY 


DESCRIPTION: RECOVERS HP OF DESCRIPTION: CURES ONE 
| ALL ALLIES PARTY MEMBER OF ALL STATUS 

AILMENTS 


DESCRIPTION: INCREASES 
PHYSICAL DEFENSE OF ONE 
PARTY MEMBER 


DESCRIPTION: INCREASES 
MAGICAL DEFENSE OF ONE 
PARTY MEMBER 


Level 6 revive 


ALL-SHIELDUS 


All-Barricadus 


LOCATION: DEFAULT SPELL FOR 

Level 6 White Magic skill 


LOCATION: GOHTZAN REFUGEE 
CAMP — LODGING TENT (OPEN 
THE TREASURE CHEST.) 


LOCATION: CRASHED MAGIC 
Train Site (Open the trea¬ 
sure CHEST.) 


LOCATION: DEFAULT SPELL FOR 

Level 6 White Magic skill 


Casting Time: if 


RANGE: ONE ALLY 


MP: 60 


Casting Time: 2 B 


RANGE: All ALLIES 


MP: 60 


Casting Time 2 B 


RANGE: All ALLIES 


MP: 30 


Casting Time: if 


RANGE: ONE ALLY 


DESCRIPTION: RESTORES A 
SMALL AMOUNT OF HP TO A 
KO'D PARTY MEMBER 


DESCRIPTION: INCREASES 
PHYSICAL DEFENSE OF ALL 
PARTY MEMBERS 


DESCRIPTION: INCREASES 
MAGICAL DEFENSE OF ALL PARTY 
MEMBERS 


DESCRIPTION: CREATES A BAR¬ 
RIER THAT ABSORBS 
DAMAGE AND PROTECTS A 
PARTY MEMBER 


Level i healus 


REFLECT 


LOCATION: DEFAULT SPELL FOR 

Level i White Magic skill 


LOCATION: DEFAULT SPELL FOR 

Level i White Magic skill 


LOCATION: GRAND STAFF — 
Magic Control (Use the 

TERMINAL TO STOP THE PISTON, 
THEN JUMP ONTO THE PISTON.) 


LOCATION: GRAND STAFF — 
Armory (Open the treasure 

CHEST AFTER RIDING THE 
SLIDING PLATFORM.) 


MP: 35 

CASTING TIME: lG 
RANGE: ONE ALLY 


MP: 35 

CASTING TIME: lG 


MP: 40 

CASTING TIME: lG 


MP: 35 


RANGE: ONE ALLY 


RANGE ONE ALLY 


CASTING TIME: 2F 
RANGE: ALL ENEMIES 


DESCRIPTION: GREATLY 
RECOVERS HP OF ONE PARTY 
MEMBER 


DESCRIPTION: INCREASE 
AMOUNT OF HP RECOVERED BY 
HEALING SPELLS FOR ONE PARTY 
MEMBER 


DESCRIPTION: CREATES A 
MAGIC-REFLECTING BARRIER 
FOR ONE PARTY MEMBER 


DESCRIPTION: INFLICTS LIGHT 
DAMAGE AND BLIND ON ALL 
ENEMIES 


/EL 8 ZEPHYRUS 



Resurrect 


Coverus 


LOCATION: UHRA — 
RESIDENTIAL AREA (OPEN THE 
INVISIBLE TREASURE CHEST; 

Sunderch Glasses required.) 


LOCATION: KELOLON 

Village — kelolon Shop 
(Purchase only) 


LOCATION: IPSILON 

Mountains — Near 
Mountain Hut (Open the 

INVISIBLE TREASURE CHEST; 

Sunderch Glasses required.) 


LOCATION: KELOLON VILLAGE 
(DEFEAT KING KELOLON.) 


MP: 70 

MP: 40 

MP: 60 

MP: 80 

Casting Time: 2 F 

Casting Time: ih 

Casting Time: ih 

Casting Time: 2 F 


RANGE: ALL ALLIES 


RANGE: ONE ALLY 


RANGE: ONE ALLY 


RANGE: ALL ENEMIES 


DESCRIPTION: GREATLY 
RECOVERS HP OF ALL PARTY 
MEMBERS 


DESCRIPTION: RESTORES FULL 
HP TO A KO'D PARTY MEMBER 


DESCRIPTION: CREATES A 
STRONG BARRIER THAT 
ABSORBS DAMAGE AND 
PROTECTS A PARTY MEMBER 


DESCRIPTION: INFLICTS 
DAMAGE ON ALL ENEMIES BASED 
ON YOUR CURRENT HP 








X 

































































BL ACK MAGIC SPELL BOOK 


Flare 

Aqua 

Wind 

Ground 

LOCATION: DEFAULT SPELL FOR 

Level 1 Black Magic skill 

LOCATION: IPSILON MOUN¬ 
TAINS — Mining Site (Climb 
THE SHORT LADDER ON THE 

FAR RIGHT TO LOCATE THE 
TREASURE CHEST.) 

LOCATION: DEFAULT SPELL FOR 

Level 1 Black Magic skill 

LOCATION: IPSILON MOUN¬ 
TAINS —VALLEY Road (Search 
THE POT IN THE NARROW 
UPPER-RIGHT PATH.) 

MP: 5 

MP: 5 

MP: 5 

MP: 5 

CASTING TIME: lA 

CASTING TIME: lA 

CASTING TIME: lA 

CASTING TIME: lA 

RANGE: ONE ENEMY 

RANGE: ONE ENEMY 

RANGE: ONE ENEMY 

RANGE: ONE ENEMY 

DESCRIPTION: INFLICTS A MOD¬ 
ERATE AMOUNT OF FlRE-ELE- 
MENT DAMAGE ON ONE ENEMY 

DESCRIPTION: INFLICTS A MOD¬ 
ERATE AMOUNT OF WATER-ELE¬ 
MENT DAMAGE ON ONE ENEMY 

DESCRIPTION: INFLICTS A MOD¬ 
ERATE AMOUNT OF WIND-ELE¬ 
MENT DAMAGE ON ONE ENEMY 

DESCRIPTION: INFLICTS A 
MODERATE AMOUNT OF EARTH- 
ELEMENT DAMAGE 

ON ONE ENEMY 


Level 2 Sleep 


LOCATION: DEFAULT SPELL FOR 

Level 2 Black Magic skill 


MP: 20 

Casting Time: ib 
RANGE: One enemy 


LOCATION: GRAND STAFF 

Construction base — 
Engineer's resting room 
(Search the canister.) 


LOCATION: THE WHITE BOA 
—Engine Area (After sneak¬ 
ing PAST THE SECOND SECURI¬ 
TY BOT, PRESS THE BUTTON TO 
OPEN THE DOORAND REVEAL 
THE TREASURE CHEST.) 


LOCATION: DEFAULT SPELL FOR 

Level 2 Black Magic skill 


MP: 20 


Casting Time: ib 


RANGE: One enemy 


MP: 20 


Casting Time: ib 


DESCRIPTION: PUTS ONE ENEMY DESCRIPTION: POISONS ONE 
TO SLEEP. ENEMY 


RANGE: ONE ENEMY 

DESCRIPTION: PARALYZES ONE 
ENEMY 


Level 3 Seal 


LOCATION: DEFAULT SPELL FOR 

Level 3 Black Magic skill 


MP: 20 

Casting Time: iC 

RANGE: One enemy 

DESCRIPTION: SEALS ONE 
ENEMY 


Stone 

Curse 

LOCATION: DEFAULT SPELL FOR 

Level 3 Black Magic skill 

LOCATION: CRIMSON FOREST 
Sorcerer's Shrine — Dun¬ 
geon Shrine (Open the 

TREASURE CHEST NEAR THE 
ENTRANCE TO THE OBSIDIAN 

Miasma boss.) 

MP: 20 

MP: 15 

Casting Time: iC 

Casting Time: iC 

RANGE: One enemy 

RANGE: ONE ENEMY 

DESCRIPTION: INFLICTS 

Signs of petrification on 

ONE ENEMY 

DESCRIPTION: CURSES ONE 
ENEMY 


MP: 15 

Casting Time: 2C 

RANGE: All ENEMIES 

DESCRIPTION: INFLICTS A 
MODERATE AMOUNT OF RAN¬ 
DOM ELEMENTAL DAMAGE ON 
ALL ENEMIES 


LOCATION: VARIOUS (COMPLETE 

the Cubic Music Score 1 

CHALLENGE.) 


MP: 10 

CASTING TIME: lB 

RANGE: ONE ENEMY 

DESCRIPTION: INFLICTS 
WEAK PHYSICAL DAMAGE ON 
ONE ENEMY 


Level 4 

FLARA 

Aqua r a 

WIN DA 

Grounda 


LOCATION: DEFAULT SPELL FOR 

Level 4 Black Magic skill 

LOCATION: ACQUIRED WHEN 

Sarah joins party 

LOCATION: DEFAULT SPELL FOR 

Level 4 Black Magic skill 

LOCATION: ACQUIRED WHEN 

Sarah joins party 


MP: 20 

MP: 20 

MP: 20 

MP: 20 


Casting Time: id 

Casting Time: id 

Casting Time: id 

CASTING TIME: ID 


RANGE: One enemy 

RANGE: ONE ENEMY 

RANGE: One enemy 

RANGE: ONE ENEMY 


DESCRIPTION: INFLICTS 
SIGNIFICANT AMOUNT OF FlRE- 
ELEMENT DAMAGE ON 

ONE ENEMY 

DESCRIPTION: INFLICTS 
SIGNIFICANT AMOUNT OF 
WATER-ELEMENT DAMAGE ON 
ONE ENEMY 

DESCRIPTION: INFLICTS 
SIGNIFICANT AMOUNT OF 

Wind-element damage on 

ONE ENEMY 

DESCRIPTION: INFLICTS 
SIGNIFICANT AMOUNT OF 

Earth-element damage on 

ONE ENEMY 
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Level 5 

Flare Mine 

Aqua mine 

All-Curse 

Prisma 

■ 

LOCATION: DEFAULT SPELL FOR 

Level 5 Black Magic skill 

LOCATION: EXPERIMENTAL 

Staff — Operation Division 
(Operate the central crane 

ON THE UPPER PLATFORM TO 
CREATE A WALKWAY TO THE 
TREASURE CHEST.) 

LOCATION: CITY OF UHRA — 

backAlley Sewers (Complete 

THE DRAINAGE PUZZLE IN THE 
UHRA SEWERS.) 

LOCATION: DEFAULT SPELL FOR 

Level 5 Black Magic skill 

MP: 30 

MP: 30 

MP: 45 

MP: 30 

Casting Time: ie 

CASTING TIME: lE 

CASTING TIME: 2E 

Casting Time: 2F 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: ALL ENEMIES 

RANGE: ALL ENEMIES 

DESCRIPTION: BESTOWS ONE 
PARTY MEMBER WITH FlRE-ELE- 
MENT COUNTERATTACK 

DESCRIPTION: BESTOWS ONE 
PARTY MEMBER WITH WATER- 
ELEMENT COUNTERATTACK 

DESCRIPTION: CURSES ALL 
ENEMIES 

DESCRIPTION: INFLICTS SIGNIF¬ 
ICANT AMOUNT OF RANDOM 
ELEMENTAL DAMAGE ON ALL 
ENEMIES 

■ 

Level 6 

Wind Mine 

Ground Mine 

JAMMING 

FORCEA 


LOCATION: DEFAULT SPELL FOR 

Level 6 Black Magic skill 

LOCATION: GOHTZA — RAIHELS 
General Store (Purchase 
only) 

LOCATION: DEFAULT SPELL FOR 

Level 6 Black Magic skill 

LOCATION: BURNING CAVE 
— PATH OF DANKNESS (WALK 
THROUGH THE POISONOUS 

CLOUD TO THE TREASURE 

CHEST.) 

MP: 30 

MP: 30 

MP: 30 

MP: 25 

CASTING: IF 

Casting Time: if 

Catsting Time: if 

Casting Time: ie 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: One enemy 

RANGE: One enemy 

DESCRIPTION: BESTOWS ONE 
PARTY MEMBER WITH WIND- 
ELEMENT COUNTERATTACK 

DESCRIPTION: BESTOWS ONE 
PARTY MEMBER WITH EARTH- 
ELEMENT COUNTERATTACK 

DESCRIPTION: SLOWS DOWN 
MAGIC CASTING TIME OF ONE 
ENEMY 

DESCRIPTION: INFLICTS PHYSI¬ 
CAL DAMAGE ON ONE ENEMY 

Level 7 

FLARUS 

Aquaus 

WINDUS 

Groundus 


LOCATION: DEFAULT SPELL FOR 

Level 7 Black Magic skill 

LOCATION: GRAND STAFF — 

Engine Section (on catwalk 

TO RIGHT OF ENTRANCE) 

LOCATION: DEFAULT SPELL FOR 

Level 7 Black Magic skill 

LOCATION: GRAND STAFF — 

Engine Section (Fall off the 

FIRST PIPE AFTER TURNING OFF 
THE STEAM.) 

MP: 35 

MP: 35 

MP: 35 

MP: 35 

CASTING TIME: lG 

CASTING TIME: lG 

CASTING TIME: lG 

CASTING TIME: lG 

RANGE: ONE ENEMY 

RANGE: ONE ENEMY 

RANGE: ONE ENEMY 

RANGE: ONE ENEMY 

DESCRIPTION: INFLICTS 

MASSIVE AMOUNT OF FIRE- 
ELEMENT DAMAGE ON ONE 
ENEMY 

DESCRIPTION: INFLICTS 

MASSIVE AMOUNT OF WATER- 
ELEMENT DAMAGE ON ONE 
ENEMY 

DESCRIPTION: INFLICTS 

MASSIVE AMOUNT OF WIND- 
ELEMENT DAMAGE ON ONE 
ENEMY 

DESCRIPTION: INFLICTS 

MASSIVE AMOUNT OF EARTH- 
ELEMENT DAMAGE ON ONE 

ENEMY 

LEVEL 8 

PRISMUS 

FORCEUS 

LEVELER 

DEATH 


LOCATION: SEA OF BAUS (OPEN 
THE INVISIBLE TREASURE 

CHEST; SUNDERCH GLASSES 
REQUIRED.) 

LOCATION: IPSILON MOUN¬ 
TAINS — Peak (Open the 
INVISIBLE TREASURE CHEST; 

Sunderch Glasses required.) 

LOCATION: SNOWFIELDS OF THE 

Northern land (Defeat the 
Blue Dragon.) 

LOCATION: NORTHERN CAPE 

(Open the invisible treasure 
chest; Sunderch Glasses 

REQUIRED.) 

MP: 60 

MP: 50 

MP: 150 

Required MP: 100 


CASTING TIME: 2FF 

CASTING TIME: IFF 

Casting Time: 4S 

Casting Time: 4S 

RANGE: ALL ENEMIES 

RANGE: ONE ENEMY 

RANGE: One enemy 

RANGE: One enemy 

DESCRIPTION: INFLICTS MAS¬ 
SIVE AMOUNT OF RANDOM 
ELEMENTAL DAMAGE ON ALL 
ENEMIES 

DESCRIPTION: INFLICTS POW¬ 
ERFUL PHYSICAL DAMAGE ON 
ONE ENEMY 

DESCRIPTION: INFLICTS DAM¬ 
AGE ON ONE ENEMY BASED ON 
YOUR CURRENT FFP 

DESCRIPTION: INSTANTLY KILLS 
ONE ENEMY 


























































SPIRIT MAGIC SPI LL ROOK 


Refresh 

Shadow 

Dodger 

Chime 

LOCATION: CRIMSON FOREST 
— Near Swamp (AfterMack 

JOINS THE PARTY, RIDE A FLOAT¬ 
ING PLATFORM AND RAM THE 
PILLAR OF ROCKS.) 

LOCATION: DEFAULT SPELL FOR 

Level 1 Spirit Magic skill 

LOCATION: VARIOUS (COMPLETE 

the Cubic Music Score 2 

CHALLENGE.) 

LOCATION: DEFAULT SPELL FOR 

Level 1 Spirit Magic skill 

MP: 5 

MP: 5 

MP: 5 

MP: 5 

Casting Time: iG 

Casting Time: ih 

Casting Time: iA 

Casting Time: iA 

RANGE: ROW OF ALLIES 

RANGE: All ENEMIES 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

DESCRIPTION: SLIGHTLY RE¬ 
COVERS HP OF A ROW OF PARTY 
MEMBERS 

DESCRIPTION: INFLICTS LOW 
NON-ELEMENTAL DAMAGE ON 
ALL ENEMIES 

DESCRIPTION: INCREASES 
EVASION RATE OF ONE PARTY 
MEMBER 

DESCRIPTION: WAKES UP ONE 
PARTY MEMBER FROM SLEEP 


Regenerate 

POWER A 

MIN DA 

Gamble 

LOCATION: NUMARA ATOLL 
(Search the chest in the 

NORTHEAST CORNER.) 

LOCATION: DEFAULT SPELL FOR 

Level 2 Spirit Magic skill 

LOCATION: DEFAULT SPELL FOR 

Level 2 Spirit Magic skill 

LOCATION: MOUNTAIN VILLAGE 

tosca (Speakto the girl 

NEXT TO THE KELOLON STATUE 

in tolty's Inn, then put 

WREATHS ON ALL 16 KELOLONS 

IN TOSCA VILLAGE.) 

MP: 10 

MP: 10 

MP: 10 

MP: 10 

CASTING TIME: lB 

Casting Time: ib 

Casting Time ib 

CASTING TIME: lH 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: ONE ENEMY 

DESCRIPTION: GIVES ONE 

PARTY MEMBER WEAK GRADUAL 
HP RECOVERY 

DESCRIPTION: SLIGHTLY 
INCREASES THE PHYSICAL 
ATTACK OF ONE PARTY MEMBER 

DESCRIPTION: SLIGHTLY 
INCREASES THE MAGICAL AT¬ 
TACK OF ONE PARTY MEMBER 

DESCRIPTION: INFLICTS A 
RANDOM AMOUNT OF DAMAGE 

ON ONE ENEMY 


Level 3 Speeda 


LOCATION: DEFAULT SPELL FOR 

Level 3 Spirit Magic skill 


Ailment void 


LOCATION: DEFAULT SPELL FOR LOCATION: NORTHERN CAPE 

Level 3 Spirit Magic skill (Complete the 'Lirum’s Trea¬ 
sure" TREASURE HUNT.) 


LOCATION: OLD SORCERESS’ 

Mansion — hermitage 

(LOCATE THE TREASURE CHEST 
ON THE WEST SIDE OF THE 
MIRROR MAZE.) 



MP: 15 

MP: 15 

MP: 15 

MP: 15 

CASTING TIME: lC 

CASTING TIME: lC 

CASTING TIME: IF 

CASTING TIME: lC 

RANGE: ONE ALLY 

RANGE: ONE ENEMY 

RANGE: ONE ALLY 

RANGE: ONE ENEMY 

DESCRIPTION: INCREASES THE 
SPEED OF ONE PARTY MEMBER 

DESCRIPTION: DECREASES THE 
SPEED OF ONE ENEMY 

DESCRIPTION: INCREASES ONE 
PARTY MEMBER'S ABILITY TO 
EVADE STATUS AILMENTS 

DESCRIPTION: EXPELS ONE 

ENEMY AWAY FROM BATTLE 

REFRESHA 

Shadowa 

FEAR 

Virus 

LOCATION: BLACK CAVE — 
Helltrap (Head past the 

SECOND WINDY CAVE AND 
EXAMINE TREASURE CHEST.) 

LOCATION: DEFAULT SPELL FOR 
Level 4 Spirit Magic skill 

LOCATION: DEFAULT SPELL FOR 
Level 4 Spirit Magic skill 

LOCATION: OLD SORCERESS’ 

Mansion — Exterior 
(Complete "The Bird’s Shiny 
Treasure’’ treasure hunt.) 

MP: 20 

MP: 20 

MP: 20 

MP: 20 

Casting Time: 2B 

Casting Time: 2C 

Casting Time: id 

Casting Time: id 

RANGE: ROW OF ALLIES 

RANGE: ALL ENEMIES 

RANGE: ONE ENEMY 

RANGE: One enemy 

DESCRIPTION: RECOVERS HP OF 
A ROW OF PARTY MEMBERS 

DESCRIPTION: INFLICTS 
MODERATE NON-ELEMENTAL 
DAMAGE ON ALL ENEMIES 

DESCRIPTION: INFLICTS 

TERROR ON ONE ENEMY 

DESCRIPTION: INFLICTS VIRUS 

ON ONE ENEMY 
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Regenera 

POWERUS 

Mindus 

Splitter 

LOCATION: PORT OF SAMAN — 

Oreego's emporium (Examine 

THE VESSEL.) 

LOCATION: DEFAULT SPELL FOR 
Level 5 Spirit Magic skill 

LOCATION: DEFAULT SPELL FOR 

Level 5 Spirit Magic skill 

LOCATION: PORT OF SAMAN 

(Complete the "Talio's 
Returned favor" treasure 
hunt.) 

MP: 25 

MP: 40 

MP: 40 

MP: 25 

CASTING TIME: lE 

Casting Time: ie 

Casting Time: ie 

CASTING TIME: lE 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: ONE ALLY 

RANGE: ONE ENEMY 

DESCRIPTION: GIVES ONE 

PARTY MEMBER MODERATE 
GRADUAL HP RECOVERY 

DESCRIPTION: INCREASES 

THE PHYSICAL ATTACK OF ONE 
PARTY MEMBER 

DESCRIPTION: INCREASES THE 
MAGICAL ATTACK OF ONE PARTY 
MEMBER 

DESCRIPTION: HALVES THE HP 

OF ONE ENEMY 


1 

FASTER 

DELAY 

Ailment Break 

RESET 

LOCATION: DEFAULT SPELL FOR 
LEVEL 6 SPIRIT MAGIC SKILL 

LOCATION: DEFAULT SPELL FOR 

Level 6 Spirit Magic skill 

LOCATION: BURNING CAVE — 
STRANGE ROCKS (WADE INTO 
THE DEEP POOL OF WATER 

AND RAM THE TALL PILLAR TO 
KNOCK DOWN THE TREASURE 
CHEST.) 

LOCATION: THE GREAT 

ANCIENT RUINS — ASTRAL 

SQUARE (FIND THE CHEST 

with Seth's party while 

SEPARATED.) 

MP: 30 

MP: 30 

MP: 30 

MP: 30 

Casting Time: if 

Casting Time: if 

Casting Time: if 

Casting Time: if 

RANGE: ONE ALLY 

RANGE: One enemy 

RANGE: One enemy 

RANGE: One enemy 

DESCRIPTION: SPEEDS UP 
SKILL-ACTIVATION TIME OF ONE 
PARTY MEMBER 

DESCRIPTION: SLOWS DOWN 
SKILL-ACTIVATION TIME OF ONE 
ENEMY 

DESCRIPTION: INCREASES 
ELEMENTAL WEAKNESS OF ONE 
ENEMY 

DESCRIPTION: RESETS ANY 
PARAMETER ALTERATIONS TO 

ONE ENEMY 



REFRESHUS 

Shadowus 

RE VERSA 

RANDOM 

LOCATION: CITY OF NUMARA 

— White Square (Complete 

THE "LOST BY THE FOUNTAIN 
SQUARE" TREASURE HUNT.) 

LOCATION: DEFAULT SPELL FOR 

Level i Spirit Magic skill 

LOCATION: GHOST TOWN — 

City of Ruins (Complete the 
"Treasure in a Destroyed 
City" treasure hunt.) 

LOCATION: DEFAULT SPELL FOR 

Level i Spirit Magic skill 

MP: 35 

MP: 35 

MP: 35 

MP: 5 

Casting Time: 2 F 

Casting Time: 2 G 

Casting Time: iG 

Casting Time: iG 

RANGE: ROW OF ALLIES 

RANGE: ALL ENEMIES 

RANGE: One enemy 

RANGE: One enemy 

DESCRIPTION: GREATLY 
RECOVERS THE HP OF A ROW OF 
PARTY MEMBERS 

DESCRIPTION: INFLICTS HIGH 
NONELEMENTAL DAMAGE ON 

ALL ENEMIES 

DESCRIPTION: INFLICTS DAM¬ 
AGE ON ONE ENEMY BASED ON 

HP THE USER HAS LOST 

DESCRIPTION: CASTS A RAN¬ 
DOM Spirit Magic spell 


Level 8 regenerus 


LOCATION: ICE CANYON (OPEN 
THE INVISIBLE TREASURE 
CHEST; SUNDERCH GLASSES 
REQUIRED.) 


ALL-POWERUS 


LOCATION: DEFAULT SPELL FOR 

Level 8 Spirit Magic skill 


All-Min dus 


LOCATION: DEFAULT SPELL FOR 

Level 8 Spirit Magic skill 


Sacrifice Self 


LOCATION: TEMPLE OF 
Enlightenment (Defeat the 
legendary Spirit Sorcerer 
FU.) 


1 MP: 50 

MP: 80 

MP: 80 

MP: 100 

1 Casting Time: ih 

Casting Time: 2 G 

Casting Time: 2 G 

Casting Time: 3S 

1 RANGE: ONE ALLY 

RANGE: All ALLIES 

RANGE: All ALLIES 

RANGE: All ALLIES 

1 DESCRIPTION: GIVES ONE PAR- 

■ TY MEMBER STRONG GRADUAL 

■ HP RECOVERY 

DESCRIPTION: INCREASES 
PHYSICAL ATTACK OF ALL PARTY 
MEMBERS 

DESCRIPTION: INCREASES 
MAGICAL ATTACK OF ALL PARTY 
MEMBERS 

DESCRIPTION: SACRIFICE YOUR 
OWN LIFE TO REVIVE ALL PARTY 
MEMBERS WITH SOME HP AND 

MP 


s* 

















































COMPOSITE MAGIC SPELL BOOH 


Spell 

Lv 

MP 

CASTING 

Time 

RANGE 

Spell i 

Spell 2 

Description 

Generate 

LVl 

15 

IB 

One ally 

Regenerate 
(Spirit Magic Lv2 ) 

HEAL 

(White Magic Lvi) 

Slightly heals and casts 

Regenerate on a party member 

Generata 

LV2 

40 

IE 

One ally 

Regenera 
(Spirit Magic Lv5) 

HE ALA 

(White Magic Lv4) 

HEALS AND CASTS REGENERA ON A 

PARTY MEMBER 

Generatus 

LV3 

75 

1 H 

One ally 

regenerus 
(Spirit Magic Lvs) 

HEALUS 

(White Magic Lv7) 

Greatly heals and casts Regenerus 

ON A PARTY MEMBER 

All-Generate 

LV2 

30 

2 B 

All allies 

Regenerate 
(Spirit Magic Lv2 ) 

ZEPHYR 

(White Magic Lv2) 

Slightly heals and casts Regener¬ 
ate ON ALL PARTY MEMBERS 

All-Generata 

LV3 

60 

2 E 

All allies 

Regenera 
(Spirit Magic Lvs) 

ZEPHYRA 

(White Magic Lvs) 

HEALS AND CASTS REGENERA ON ALL 
PARTY MEMBERS 

All-Generatus 

LV4 

90 

2 H 

All allies 

Regenerus 
(Spirit Magic Lvs) 

ZEPHYRUS 
(White Magic Lvs) 

Greatly heals and casts 

Regenerus on all party members 

Poison-Cure 

LVl 

30 

2A 

One row 

OF ALLIES 

Refresh 

(Spirit Magic Lvi) 

Cure poison 
(White Magic Lvi) 

Slightly recovers HP of a row of 

ALLIES AND CURES THEM OF POISON 

Para-Cure 

LVl 

30 

2A 

One row 

OF ALLIES 

Refresh 

(Spirit Magic Lvi) 

Cure paralysis 
(White Magic Lv2 ) 

Slightly recovers HP of a row of 

ALLIES AND CURES THEM OF PARALYSIS 

Seal-Cure 

LVl 

30 

2A 

ONE ROW 
OF ALLIES 

Refresh 

(Spirit Magic Lvi) 

Cure Seal 
(White Magic Lv3) 

Slightly recovers HP of a row of 

ALLIES AND CURES THEM OF SEAL 

Stone-Cure 

LVl 

30 

2A 

ONE ROW 
OF ALLIES 

Refresh 

(Spirit Magic Lvi) 

Cure Petrify 
(White Magic Lv4) 

Slightly recovers HP of a row of 

ALLIES AND CURES THEM OF PETRIFY 

All-Cure 

LV2 

60 

2 D 

One row 

OF ALLIES 

Refresh 

(Spirit Magic Lvi) 

Cure-All 
(White Magic Lvs) 

Slightly recovers HP of a row of 

ALLIES AND CURES THEM OF STATUS 
AILMENTS 

POISON-CURA 

LV2 

60 

2 D 

One row 

OF ALLIES 

refresha 
(Spirit Magic Lv4) 

Cure poison 
(White Magic Lvi) 

Recovers HP of a row of allies and 

CURES THEM OF POISON 

PARA-CURA 

LV2 

60 

2 D 

One row 

OF ALLIES 

Refresha 
(Spirit Magic Lv4) 

Cure paralysis 
(White Magic Lv2 ) 

Recovers HP of a row of allies and 

CURES THEM OF PARALYSIS 

Seal-Cura 

LV2 

60 

2 D 

One row 

OF ALLIES 

Refresha 
(Spirit Magic Lv4) 

Cure Seal 
(White Magic Lv3) 

Recovers HP of a row of allies and 

CURES THEM OF SEAL 

! STONE-CURA 

LV2 

60 

2 D 

ONE ROW 
OF ALLIES 

Refresha 
(Spirit Magic Lv4) 

Cure petrify 
(White Magic Lv4) 

Recovers HP of a row of allies and 

CURES THEM OF PETRIFY 

All-Cura 

LV3 

90 

2 H 

ONE ROW 
OF ALLIES 

Refresha 
(Spirit Magic Lv4) 

Cure-All 
(White Magic Lvs) 

Recovers HP of a row of 

ALLIES AND CURES THEM OF STATUS 
AILMENTS 

POISON-CURUS 

LV3 

90 

2 H 

ONE ROW 
OF ALLIES 

refreshus 
(Spirit Magic Lv7) 

Cure poison 
(White Magic Lvi) 

Greatly recovers HP of a row of 

ALLIES AND CURES THEM OF POISON 

PARA-CURUS 

LV3 

90 

2 H 

One row 

OF ALLIES 

Refreshus 
(Spirit Magic Lv7) 

Cure paralysis 
(White Magic Lv2 ) 

Greatly recovers HP of a row of 

ALLIES AND CURES THEM OF PARALYSIS 

Seal-Curus 

LV3 

90 

2 H 

One row 

OF ALLIES 

Refreshus 
(Spirit Magic Lv7) 

Cure Seal 
(White Magic Lv3) 

Greatly recovers HP of a row of 

ALLIES AND CURES THEM OF SEAL 

Stone-Curus 

LV3 

90 

2 H 

One row 

OF ALLIES 

Refreshus 
(Spirit Magic LV7) 

Cure petrify 
(White Magic Lv4) 

Greatly recovers HP of a row of 

ALLIES AND CURES THEM OF PETRIFY 

All-Curus 

LV4 

120 

3A 

One row 

OF ALLIES 

Refreshus 
(Spirit Magic LV7) 

Cure-All 
(White Magic Lvs) 

Greatly recovers HP of a row of 

ALLIES AND CURES THEM OF STATUS 
AILMENTS 

NO POISON 

LV2 

10 

2A 

All allies 

Ailment void 
(Spirit Magic Lv3) 

Cure poison 
(White Magic Lvi) 

REMOVES POISON FROM ALL PARTY 
MEMBERS 

NO PARALYSIS 

LV2 

20 

2A 

All allies 

Ailment void 
(Spirit Magic Lv3) 

Cure paralysis 
(White Magic Lv2 ) 

REMOVES PARALYSIS FROM ALL PARTY 
MEMBERS 

NO SEAL 

LV2 

30 

2A 

All allies 

Ailment void 
(Spirit Magic LV3) 

Cure Seal 
(White Magic Lv3) 

Removes Seal from all party 

MEMBERS 

NO PETRIFY 

LV2 

40 

2A 

All allies 

Ailment void 
(Spirit Magic Lv3) 

Cure petrify 
(White Magic Lv4) 

REMOVES PETRIFY FROM ALL PARTY 
MEMBERS 

1 All-Cure All 

LV4 

80 

2 D 

All allies 

Ailment void 
(Spirit Magic Lv3) 

Cure-All 
(White Magic Lvs) 

REMOVES STATUS AILMENTS FROM ALL 
PARTY MEMBERS 

All-Sleep 

LV3 

40 

2A 

All en¬ 
emies 

Ailment Break 
(Spirit Magic Lv6) 

Sleep 

(Black Magic Lv2 ) 

PUTS ALL ENEMIES TO SLEEP 


262 
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Spell 

Lv 

MP 

CASTING 

Time 

RANGE 

Spell i 

Spell 2 

Description 

All-Poison 

LV3 

40 

2A 

All 

ENEMIES 

Ailment Break 
(Spirit Magic Lv6 ) 

POISON 

(Black Magic Lv2 ) 

POISONS ALL ENEMIES 

All-Paralysis 

LV3 

40 

2A 

All 

ENEMIES 

Ailment Break 
(Spirit Magic Lv6 ) 

Pa TJ A T V7F 

(Black Magic Lv2 ) 

PARALYZES ALL ENEMIES 

All-Seal 

LV3 

40 

2A 

All 

ENEMIES 

Ailment Break 
(Spirit Magic Lv6 ) 

Seal 

(Black Magic LV3) 

Seals all enemies 

All-Stone 

LV3 

40 

2A 

All 

ENEMIES 

Ailment Break 
(Spirit Magic Lv6 ) 

Stone 

(Black Magic Lv3) 

Inflicts Signs of petrification on 

ALL ENEMIES 

All-Flare 

LVl 

10 

2A 

All 

ENEMIES 

Shadow 

(Spirit Magic Lvi) 

Flare 

(BlackMagic Lvi) 

INFLICTS A MODERATE AMOUNT 

of Fire-element damage on all 

ENEMIES 

All-Flara 

LV2 

40 

2 D 

All 

ENEMIES 

Shadowa 
(Spirit Magic Lv4) 

Flara 

(Black Magic Lv4) 

INFLICTS A SIGNIFICANT AMOUNT 

of Fire-element damage on all 

ENEMIES 

All-Flarus 

LV3 

70 

2 H 

All 

ENEMIES 

Shadowus 
(Spirit Magic Lv7) 

Flarus 

(Black Magic Lv7) 

INFLICTS A MASSIVE AMOUNT OF FlRE- 
ELEMENT DAMAGE ON ALL ENEMIES 

All-Aqua 

LVl 

10 

2A 

All 

ENEMIES 

Shadow 

(Spirit Magic Lvi) 

Aqua 

(BlackMagic Lvi) 

INFLICTS A MODERATE AMOUNT OF 
WATER-ELEMENT DAMAGE ON ALL 
ENEMIES 

All-Aquara 

LV2 

40 

2 D 

All 

ENEMIES 

Shadowa 
(Spirit Magic Lv4) 

Aqua r a 

(Black Magic Lv4) 

INFLICTS A SIGNIFICANT AMOUNT 

OF WATER-ELEMENT DAMAGE ON ALL 
ENEMIES 

All-Aquaus 

LV3 

70 

2 H 

All 

ENEMIES 

Shadowus 
(Spirit Magic Lv7) 

Aqljaus 

(Black Magic Lv7) 

INFLICTS A MASSIVE AMOUNT OF 
WATER-ELEMENT DAMAGE ON ALL 
ENEMIES 

All-Wind 

LVl 

10 

2A 

All 

ENEMIES 

Shadow 

(Spirit Magic Lvi) 

Wind 

(Black Magic Lvi) 

INFLICTS A MODERATE AMOUNT OF 

Wind-element damage on all 

ENEMIES 

All-Winda 

LV2 

40 

2 D 

All 

ENEMIES 

Shadowa 
(Spirit Magic Lv4) 

Win da 

(Black Magic Lv4) 

INFLICTS A SIGNIFICANT AMOUNT 

of Wind-element damage on all 

ENEMIES 

All-Windus 

LV3 

70 

2 H 

All 

ENEMIES 

Shadowus 
(Spirit Magic Lv7) 

Windus 

(Black Magic Lv7) 

INFLICTS A MASSIVE AMOUNT OF 

Wind-element damage on all 

ENEMIES 

All-Ground 

LVl 

10 

2A 

All 

ENEMIES 

Shadow 

(Spirit Magic Lvi) 

Ground 

(BlackMagic Lvi) 

INFLICTS A MODERATE AMOUNT OF 

Earth-element damage on all 

ENEMIES 

All-Grounda 

LV2 

40 

2 D 

All 

ENEMIES 

Shadowa 
(Spirit Magic Lv4) 

Grounda 
(Black Magic Lv4) 

INFLICTS A SIGNIFICANT AMOUNT 

of Earth-element damage on all 

ENEMIES 

All-Groundus 

LV3 

70 

2 H 

All 

ENEMIES 

Shadowus 
(Spirit Magic Lv7) 

Groundus 
(Black Magic Lv7) 

INFLICTS A MASSIVE AMOUNT OF 

Earth-element damage on all 

ENEMIES 

Flare bound 

LV4 

60 

2A 

All allies 

Dodger 

(Spirit Magic Lvi) 

Flare Mine 
(BlackMagic Lvs) 

Enables all party members to in¬ 
flict Fire-element counterattacks 

Aqua bound 

LV4 

60 

2A 

All allies 

Dodger 

(Spirit Magic Lvi) 

Aqua Mine 
(BlackMagic lvs) 

Enables all party members 

TO INFLICT WATER-ELEMENT COUNTER¬ 
ATTACKS 

Wind bound 

LV4 

60 

2A 

All allies 

Dodger 

(Spirit Magic Lvi) 

Wind Mine 
(Black Magic Lv6 ) 

Enables all party members 

TO INFLICT WIND-ELEMENT COUNTER¬ 
ATTACKS 

I Ground bound 

LV4 

60 

2A 

All allies 

Dodger 

(Spirit Magic Lvi) 

Ground Mine 
(Black Magic Lv6 ) 

Enables all party members 
to inflict Earth-element counter¬ 
attacks 

TOXIN 

LV4 

90 

2A 

One 

ENEMY 

Virus 

(Spirit Magic Lv4) 

POISON 

(Black Magic Lv2 ) 

inflicts Toxin on one enemy 

1 All-Resurrect 

LV4 

150 

3D 

All allies 

Sacrifice Self 
(Spirit Magic Lvs) 

Resurrect 
(White Magic Lvs) 

REVIVES ALL KO'D PARTY 

MEMBERS AND RECOVERS A LARGE 
AMOUNT OF HP 

Annihilation 

LV4 

200 

3H 

All 

ENEMIES 

Sacrifice Self 
(Spirit Magic Lvs) 

leveler 

(Black Magic Lvs) 

Summons a meteorite that wipes 

OUT ALL ENEMIES IN A BATTLE 




































































APPENDICES 


SKILLS 


I N THE TABLE THAT FOLLOWS WE PROVIDE A COMPENDIUM OF THE SKILLS THAT ARE AVAILABLE TO YOUR WARRIORS. NOTE 
THAT SKILL NAMES WITH AN ASTERISK ARE EXECUTED IN BATTLE, WHILE THOSE WITHOUT ARE ACTIVATED AUTOMATICALLY 


SKILL 

MP 

Cost 

DESCRIPTION 

Character 

ww* 

mz 

Accessory item 

1 TURN CAST 


A RED CRYSTAL MADE FROM MAGIC TECHNOLOGY; ENABLES THE 
USER TO CAST A SPELL AFTER A FIXED TIMEFRAME, REGARDLESS OF 
CASTING TIME ABILITY 






Rose Quartz 

2 Accessories 

— 

Allows two accessories to be equipped simultaneously 

31 






3 Accessories 

— 

Allows three acessories to be equipped 





48 


3 Combo* 

30 

Consecutively attacks one enemy three times in a row 



46 




Absorb All Elements 

— 

Absorbs Fire-, water-, Wind-, and Earth-element damage 






Quad-Element Seal 

Absorb Attack 

— 

Occasionally absorbs the damage inflicted by enemies 






AMULET 

Absorb earth 

— 

Absorbs Earth-element damage 






PIPOT COLLAR 

Absorb Fire 

— 

Absorbs Fire-element damage 






SARAH'S NOTEBOOK 

Absorb Guard 

— 

Nullifies enemy HP and MP absorption 




37 



Absorb Magic 

— 

Occasionally absorbs the magic damage inflicted by 

ENEMIES 






TALISMAN 

Absorb Transfer 

— 

Allows the user to transfer absorbed HP orMP to a party 

MEMBER IN THE BACK ROW 

22 






Absorb water 

— 

Absorbs water-element damage 






BLUE DRAGON EYE 

Absorb Wind 

— 

Absorbs Wind-element damage 






Aneira's Plume 

Ailment Resistance 

— 

Grants immunity to all status ailments 






Angel Guard 

All Hit* 

30 

INFLICTS DAMAGE ON ALL ENEMIES 




46 



Angel Heart 

— 

BOOSTS THE AMOUNT OF HP RESTORED BY HEALING MAGIC 


15 





Anti-Blind 

— 

Grants immunity to Blind 






Light Lens 

Anti-Curse 

— 

Grants immunity to Curse 






Curse Blocker 

Anti-Dark 

— 

Grants immunity to darkness 






White Flame Candle 

Anti-Dizzy_ 

— 

Grants immunity to Dizzy 






Stabilizer 

Anti-Freeze 

— 

Grants immunity to Freeze 






WARM VEST 

Anti-Kelolon 

— 

Grants immunity to Kelolon 






Kelolon earrings 

Anti-Paralysis 

— 

Grants immunity to paralysis 






Yellow band 

Anti-Petrify_ 

— 

Grants immunity to Petrify 






Medusa's Head 

Anti-Poison_ 

— 

Grants immunity to poison 






antidote Brooch 

Anti-Seal 

— 

Grants immunity to Seal 






Seal Blocker 

Anti-Sleep 

— 

Grants immunity to Sleep 






Alarm Clock 

Anti-Terror 

— 

Grants immunity to Terror 






Lion Heart 

Attack boost i 

— 

INCREASES PHYSICAL ATTACK POWER 






POWER BANGLE 

Attack boost 2 

— 

INCREASES PHYSICAL ATTACK POWER 






OGRE BANGLE 

J Auto barrier 

— 

Always have barrier in effect 





35 

Royal Emblem 

Auto HP Recovery 

— 

Automatic HP recovery at the end of every turn 






White Charm 

Auto MP Recovery 

— 

Automatic MP recovery at the end of every turn 






Crystal Fragment 

Auto Shield 

— 

Always have Shield in effect 





35 

GOLDEN GAUNTLET 

Award Medal* 

20 

RAISES THE ABILITIES OF ONE PARTY MEMBER 




25 



Black Staff 

— 

Enables all staff users to equip Jansen's unique staffs 

37 






1 Break Hit* 

30 

Bypasses any defense and directly inflicts damage on 

ONE ENEMY 




31 



Casting Support* 

20 

REDUCES THE SPELLCASTING TIME FOR ONE PARTY MEMBER 


15 





Combo* 

10 

Consecutively attacks one enemytwice in a row 



15 




Complete defense* 

20 

Nullifies all damage fora while 




43 



CONCENTRATE* 

10 

Reduces the spellcasting time of the user 


15 





Counter 

— 

RANDOMLY PERFORMS A COUNTERATTACKAGAINST THE ENEMY'S 
REGULARATTACKS 



16 



Combat Teachings 

COUNTER 2 


Performs a frequently successful counterattackagainst 

THE ENEMY'S REGULARATTACKS 






SARBELLA FANG 
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Skill 

MP 

r ncT 

DESCRIPTION 

Character 

Accessory item 



u 


C 1 * 


Counter Guard 

Occasionally guards against enemy counterattacks 



25 


1 Counter Seal* 

20 Nullifies the enemy's counterattack (once per battle) 





35 


Counter Up 

— 

INCREASES COUNTERATTACK RATE 






BLACK BELT 

j Crisis Attack boost 

— 

INCREASED MAGICAL AND PHYSICAL ATTACK POWER DURING 

Critical HP status 






Berserker's Necklace 

Crisis concentration 

— 

Magic-casting time reduced during Critical HP status 






Sage's Protection 

Crisis Defense 

— 

Complete Defense will be activated in Critical HP status 

(ONCE PER BATTLE) 






holy Guard 

Crisis Defense boost 

— 

INCREASED MAGICAL AND PHYSICAL DEFENSE POWER DURING 

Critical HP status 






holy knight Charm 

■ Crisis Prayer 

— 

Automatically recovers HP during Critical HP status 






happy Flower 

Critical Heal 

— 

HP RECOVERY WHEN CRITICAL HITS OCCUR 






Lucky Clover 

Cut down* 

20 

INFLICTS DAMAGE ON ENEMY FRONT ROW AND REDUCES 

ENEMY GC 




25 


Scroll of Dissection 

j Defense boost i 

— 

INCREASES PHYSICAL DEFENSE 






Knight earrings 

Defense boost 2 

— 

INCREASES PHYSICAL DEFENSE 






LORD'S EARRINGS 

DOUBLE BACK 

— 

Occasionally doubles the counterattack damage 






Twin Cross 

Double Experience 

— 

DOUBLES THE EXPERIENCE OBTAINED AFTER WINNING A BATTLE 





44 


DOUBLE GOLD 

— 

DOUBLES THE GOLD OBTAINED AFTER WINNING A BATTLE 





35 


DOUBLE ITEM 

— 

TWO ITEMS CAN BE USED AT THE SAME TIME 





35 


DOUBLE LOOT 

— 

Occasionally doubles the items obtained after winning a 

BATTLE 





35 


DOUBLE SP 

— 

DOUBLES THE SP OBTAINED AFTER WINNING A BATTLE 





35 


Double-Cast 

— 

TWO SPELLS CAN BE CAST CONSECUTIVELY 

52 






Drain Shower 

— 

Shares absorbed HP or MP with all allies when attacking 

40 






earth Proof 

— 

Nullifies Earth-element damage 






OCHRE EARTH AMULET 

earth Resistance Up 

— 

Reduces Earth-element damage 






Earth Charm 

Elements Resistance Up 

— 

Reduces Fire- water- Wind- and Earth-element damage 






Quad-Element 

Charm 

Evade Up 

— 

INCREASES EVASION RATE AGAINST NORMAL ATTACKS 






Kelolon badge 

1 factual Analysis 

— 

REVEALS THE TYPES AND ATTRIBUTES OF ENEMIES 

13 





Hawk Eye 

Fire Proof 

— 

Nullifies Fire-element damage 






Blazing Fire Amulet 

1 Fire Resistance Up 


Reduces Fire-element damage 






Fire Charm 

Freeform 


Grants immunity to formation paralysis 






General's Pen 

Guard Heal 

- - 

Recovers HP when Defend is used 






Platinum gauntlet 

1 half All Magic 

— 

A PROTECTOR THAT EMITS A BARRIER THAT REDUCES THE EFFECT 

OF MAGICAL ATTACKS 






Mana Protector 

[ HP MAX UP 1 

— 

INCREASES MAX HP 






Life Brooch 

1 HP MAX UP 2 

— 

INCREASES MAX HP 






toughness Brooch 

; HP MAX UP 3 

— 

INCREASES MAX HP 






Gigantes Brooch 

ll HP MAX UP 4 


INCREASES MAX HP 






royal Knight's Emblem 

Huge MP Gift* 


Transfers the user's MP to another party member 




49 



Lucky o Magic damage 

_ 

Occasionally decreases the damage inflicted by magic to o 






MlMINT EAR 

i Lucky GC ignore 

— 

Occasionally ignores GC when causing damage to 

THE ENEMY 





52 


1 Lullaby* 

— 

PUTS ALL ENEMIES ASLEEP AND ENDS THE BATTLE 




25 



Lvi Black Magic 

— 

Enables use of Black Magic up to Level i 

10 






Lvi Black-White Magic 

— 

Enables use of Black and White magic up to Level i 






NOVICE EARRINGS 

Lvi Composite magic 

— 

Enables use of composite Magic up to Level i 






Magic Research 

Report 

Lvi Spirit magic 

— 

Enables use of Spirit Magic up to Level i 



15 



Eastern Spirit band 

Lvi White Magic 

— 

Enables use of White Magic up to Level i 

10 

15 





Lv2 Black Magic 

— 

Enables use of Black Magic up to Level 2 

10 






Lv2 Black-White Magic 

— 

Enables use of Black and White Magic up to Level 2 






Apprentice earrings 

Lv2 Composite Magic 

— 

Enables use of composite magic up to Level 2 






magic Trial Record 

|| Lv2 Spirit Magic 

— 

Enables use of Spirit Magic up to Level 2 



15 



Bronze Spirit band 

Lv2 White Magic 

— 

Enables use of White Magic up to Level 2 

16 

15 





[ Lv3 Black Magic 

— 

Enables use of Black Magic up to Level 3 

19 






Lv3 Black-White Magic 

— 

Enables use of Blackand White Magic up to Level 3 






Adept earrings 

Lv3 composite Magic 

— 

Enables use of composite Magic up to Level 3 






Magic Analysis book 

Lv3 Spirit Magic 

— 

Enables use of Spirit Magic up to Level 3 



19 



Red-Copper Band 

Lv3 White Magic 

— 

Enables use of White Magic up to Level 3 


19 





Lv4 Black Magic 

— 

Enables use of Black Magic up to Level 4 

25 






i Lv4 Black-White Magic 

— 

Enables use of Blackand White Magic up to Level 4 






SORCEROR EARRINGS 

, Lv4 composite Magic 

— 

Enables use of composite Magic up to Level 4 






COMPOSITE MAGIC BOOK 

Lv4 Spirit Magic 

— 

Enables use of Spirit Magic up to Level 4 



25 



Gold Spirit Band 

Lv4 White Magic 

— 

Enables use of White Magic up to Level 4 


25 





Lv5 Black Magic 

Enables use of Black Magic up to Level 5 

28 






Lv5 Black-White Magic 

1 — 

Enables use of Blackand White Magic up to Level 5 






EARRINGS OF WISDOM 

Lv5 Spirit Magic 

— 

Enables use of Spirit Magic up to Level 5 



28 



OBSIDIAN SPIRIT BAND 

Lv5 White Magic 

— 

Enables use of White magic up to Level 5 


28 





Lv6 Black Magic 

— 

Enables use of Black Magic up to Level 6 

34 






Lv6 Black-White Magic 

— 

Enables use of Blackand White Magic up to Level 6 






WISDOM EARRINGS 

Lv6 Spirit Magic 

— Enables use of Spirit Magic up to Level 6 

_ 

— 

34 

—— 

_ 

Diamond Spirit band 














































































































1 Skill 

MP 

COST 

DESCRIPTION 

Character 

# A ^ 

WK 

Accessory item 

LV6 WHITE MAGIC 

— 

Enables use of White Magic up to Level 6 


34 





Lv7 Black Magic 

— 

Enables use of Black Magic up to Level 7 

43 






Lv7 Black-White Magic 

— 

Enables use of Blackand White Magic up to Level 7 






SAGE EARRINGS 

Ly7 Spirit Magic 

— 

Enables use of Spirit Magic up to Level 7 



43 



Enchanted Necklace 

Ly7 White Magic 

— 

Enables use of White Magic up to Level 7 


43 





Lv8 Black Magic 

— 

Enables use of Black Magic up to Level 8 

49 






Lv8 Black-White Magic 

— 

Enables use of Blackand White Magic up to Level 8 






Master earrings 

Lv8 Spirit Magic 

— 

Enables use of Spirit Magic up to Level 8 



49 



Cursed Crest 

Lv8 White Magic 

— 

Enables use of White Magic up to Level 8 


49 





Magic Defense boost i 

— 

INCREASES MAGICAL DEFENSE 






Pixie Flower 

Magic Defense boost 2 

— 

INCREASES MAGICAL DEFENSE 






Elfin Charm 

Magic Seal* 

20 

Nullifies the effect of a spell cast by one enemy 

(ONCE PER BATTLE) 





35 


Member Hit* 

10 

inflicts damage on one enemy based on the member 

DIFFERENCE 




28 



Mental Stability 1 

— 

REDUCES INTERFERENCE WITH MAGIC-CASTING SPEED CAUSED BY 
ENEMY ATTACKS 


22 





Mental Stability 2 

— 

Reduces interference to magic-casting caused by enemy 

ATTACKS 


52 





MP CONSERVATION 

— 

REDUCES THE MP USED BY SKILLS AND MAGIC BY 25% 






Bracelet of Efficiency 

MP CONVERT* 

— 

Turns remaining HP into MP (once per battle) 


40 





MP GIFT* 

— 

Transfers some of the user's MP to another party member 




34 



MP Guard 

— 

DAMAGE TAKEN FROM MP INSTEAD OF HP WHEN HP IS LOW 




25 



MP Max Up 1 

— 

INCREASES MAX MP 






Mana earrings 

MP Max Up 2 

— 

INCREASES MAX MP 






Mind bangle 

MP Max Up 3 

— 

INCREASES MAX MP 






Sorcerers Bracelet 

MP Max Up 4 

— 

INCREASES MAX MP 






Kelonga Crown 

Nullify All Elements 

— 

Nullifies Fire- Water- Wind- and Earth-element damage 






Quad-Element amulet 

Persistence 

— 

Stays alive even when damage taken depletes HP to o 




25 



POTION BOOSTER 

— 

BOOSTS THE AMOUNT OF HP RESTORED BY HEALING ITEMS 

DURING BATTLE 






Herbalist s badge 

power Guard 

— 

Defend becomes stronger 




25 



power Hit* 

10 

INFLICTS A POWERFUL AND DAMAGING ATTACK ON ONE ENEMY 



15 

25 



Prayer* 

— 

Recovers the HP of one party member 


16 





Reduce casting Time 1 

— 

Reduces spellcasting time by 25% 


31 





Reduce casting Time 2 

— 

Reduces spellcasting time by 50% 


46 





Reduce casting Time 3 

— 

SIGNIFICANTLY REDUCES SPELL-CASTING TIME 






Accelerator 

Relax 

— 

Recovers MP when Defend is used 






Circlet 

Resourceful 

— 

INCREASES THE EFFECT OF ITEMS USED DURING BATTLES 





35 


royal Equipment 

— 

Allows Uhra royal equipment to be equipped 




40 



Skill Hit* 

10 

INFLICTS DAMAGE ON ONE ENEMY BASED ON CURRENTLY 

EQUIPPED SKILLS 






Scroll of Secret Skills 

Slot +10 

— 

INCREASES SKILL SLOTS BY 10 






iooo Year Memories 

Slot + 3 

— 

INCREASES SKILL SLOTS BY 3 






Awakening Bracelet 

Slot + 5 

— 

INCREASES SKILL SLOTS BY 5 






Freedom Armband 

Slot Hit* 

10 

INFLICTS DAMAGE ON ONE ENEMY DEPENDING ON YOURALLIES' 
EMPTY SKILL SLOTS 






Scroll of Balance 

Special Accessory 

— 

ALLOWS SPECIAL ACCESSORIES TO BE EQUIPPED 





40 

' 

Spell Counter 

— 

RANDOMLY PERFORMS A BLACK MAGIC COUNTERATTACK 

AGAINST THE ENEMY'S MAGICAL ATTACKS 



31 



Warrior's Armband 

Spell Counter 2 

— 

PERFORMS A FREQUENTLY SUCCESSFUL MAGICAL COUNTERATTACK 
AGAINST THE ENEMY'S MAGICAL ATTACKS 






Illusionist gauntlet 

Stand Firm* 

5 

Reduces GC loss when attacked fora short while 



40 



io Kilo Weight 

Stand Ready 

— 

Recovers GC when Defend is used while being attacked 






KNIGHT'S CODE 

Status Analysis 

— 

Reveals the HP and status of enemies 






Search Glasses 

Steal* 

— 

Steals an item from one enemy 

10 




35 

Thief's Bracelet 

1 TAUNT* 

5 

Taunted enemy will direct attacks against user 



22 


35 


Treasure Analysis 

— 

REVEALS THE ITEMS CARRIED BY ENEMIES 






Treasure Glasses 

I Turn-Tail* 

— 

ENABLES YOU TO ALWAYS FLEE FROM BATTLE 





35 

Turn-Tail Shoes 

1 Ultimate Analysis 

— 

REVEALS ALL INFORMATION RELATING TO ENEMIES 





37 


J Ultimate Hit* 

100 

INFLICTS DAMAGE ON ALL EMEIES AND ABSORBS HP AND MP 




** 



Wall* 

10 

SLIGHTLY INCREASES GC OF THE FRONT ROW 



15 




Walla* 

30 

INCREASES GC OF THE FRONT ROW 



37 




1WALLUS* 

50 

SIGNIFICANTLY INCREASES GC OF THE FRONT ROW 



52 




J WATER PROOF 

— 

NULLIFIES WATER-ELEMENT DAMAGE 






ICE WATERAMULET 

1 Water Resistance Up 

— 

Reduces water-element damage 






Water Charm 

j Weapon Guard 

— 

Occasionally guards from the enemy's attacks 




25 


Sword Teachings 

Weapon Guard 2 

— 

Frequently guards from the enemy's attacks 






Master's Secret script 

White Staff 

— 

Enables all staff users to equip Cooke s unique staffs 


37 





Wind Resistance Up 

— 

Reduces Wind-element damage 






Wind Charm 

Wind Proof 

— 

Nullifies Wind-element damage 






High Wind amulet 

Zero MP consumption 

— 

AN ETERNAL ENGINE THAT CREATES INFINITE MAGIC ENERGY; 
ENABLES YOU TO CAST SPELLS WITHOUT MP CONSUMPTION 






Eternal Magic Engine 


**Tolten learns ultimate hit during the battle against the Golden knight ■ 


266 



i* 


PRIMA OFFICIAL 
GAME GUIDE 

primagames.com 


Skills 


















































































































APPENDICES 


ENEMIES 






ASTLY, WE VE PROVIDED ALL THE ESSENTIAL STATS FOR THE GAME'S OUTRAGEOUS NUMBER OF ENEMIES. NOTE THAT 
,/ENEMIES APPEAR IN MULTIPLE REGIONS; THEIR STATS MAY VARY BY REGION, AND MAY DIFFER FROM THOSE SHOWN HERE. 




ENEMY 

Ageless One 


Element Steal i 


Magic 


NONE 


Gale Wing 


Wind 
Seal Leaf 


Sticky tape Whetstone 


Alchemist 

3170 

Mechanical 

EARTH 

Magic 

Crystal 

Replica Staff 

Magic Staff 

Fragment 


Alraune 

670 

Magic 

WATER 

Flower of 
Suspicion 

Vampire 

BOTTLE 

Blood Suck¬ 
ing Needle 

Life Stealing 
TOOTH 

Pumice of 
Despair 

[Incense of 
Distrust 

Ancient Grass 

1280 

HARDENED 

Fire 

Stone Beast's 
HORN 

ANCIENT 

STATUE 

Living 

Gypsum 

Stone Beast's 
FANG 

Ancient 

Statue 


Aqua Sphere 

270 

NONE 

WATER 

Magic- 
Luring STONE 


STICKY TAPE 

COLD WATER 
STONE 



Armored Train 

5500 

Mechanical 

NONE 







baballoon 

7200 

None 

Fire 

Draining 

Stone 

DEATH 

POWDER 

Purgatory 

Ore 

DARK 

Demon note 

FORBIDDEN 

Explosive 


BADDY 

6900 

Spirit Magic 

EARTH 

Ultra pa¬ 
ralysis Fluid 

PARALYZING 

Thorn 

Roaring 

Iron Claw 

PARALYZING 

Thorn 

Sealing 

Stone_ 

Mother na¬ 
ture's Spirit 

BALLOON 

400 

NONE 

Fire 

Flare Bomb 


Magma Frag¬ 
ment 

Magic- 
Luring Stone 



BEHEMOTH 

4520 

BEAST 

Earth 

Frontier 

SlDERITE 


Quality Iron 
Sand 

Nutrition 

OF THE EARTH 

Beat Stone 


BELA 

1660 

Aerial 

Fire 

PHOENIX TAIL 

VAMPIRE 

BOTTLE 

WYVERN'S 
Sharp Claw 

Draining 

Stone 

Adamantine 

Ore 

Ancient 

Statue 

Big Guana 

2940 

Beast 

Fire 

Mother na¬ 
ture's Spirit 

Mist of 
DARKNESS 

Blinding 

POWDER 

DARKFLAME 

Beat stone 

PARAWEED 

Thorn 

Big Owl 

j 550 

Aerial 

Wind 

Healing 

Medicine 


Wind 

Seal Leaf 

Sharp Beak 



Black Kelolon 

16520 

Kelolon 

Water 

Death 

POWDER 

Kelolon 

Heart 

Adamantine 

Ore 

Kelolon's 

Soul 

Glacial ice 


Bloody bat 

900 

Aerial 

Wind 

Blood Cloth 
Crystal 

CAPE OF 

Illusions 

Living Brass 




bodyguard 

16240 

Kelolon 

NONE 







Cliffhanger 

130 

NONE 

EARTH 

poison Oil 


Whetstone 

poison Oil 



Clipper 

830 

HARDENED 

EARTH 

Hard Skin 

Mighty 

Carapace 

Hard Skin 

Shark Skin 



Colba 

760 

Magic 

WATER 

Beast Hide 
RASP 

Guardian 

Ore 

Adamantine 

Ore 




CONTROLLED ONE 

3360 

NONE 

NONE 







Cyclops 

1240 

Mechanical 

NONE 







Dagger Bird 

110 

Aerial 

WIND 

Healing 

Medicine 


Healing 

Medicine 

Sharp Beak 



Dandoman 

1700 

Beast 

NONE 

Blood Cloth 
Crystal 


Beast's Horn 

Raging 

Beast's Eye 



DARK SORCERER 

980 

Magic 

FIRE 

WATERFALL 

Cluster 


Sticky Tape 

Mysterious 

Perfume 



DIACORN 

180 

Beast 

EARTH 

Healing 

Medicine 


Quality Iron 
Sand 

Beast's Horn 



DINOZAORO 

34080 

Organic 

NONE 







Doll Queen 

[ll30 

Magic 

NONE 







DON LAPLOSS 

1710 

Beast 

Fire 

DON LAPLOSS 

Claws 


DON LAPLOSS 

Claws 




Earth Elemental 

9640 

Aerial 

EARTH 

Mother na¬ 
ture's Spirit 

ANCIENT 

STATUE 

Gorgon 

Mask 

Living 

Gypsum 

Stone 

Beast's fang 

ANCIENT 

STATUE 

EARTH COLOSSUS 

1220 

HARDENED/ 
Spirit Magic 

EARTH 

Hard Skin 


Eastern 

Red Ore 




Eastern Sage 

5240 

Spirit Magic 

NONE 



1 1 



Eastern warrior 

2160 

Spirit Magic 

None 

Frontier 

SlDERITE 

Magic power 

Device 

Mother na¬ 
ture's Spirit 

Loud Bell 

Roaring 

Iron Claw 

Round Spirit 
Stone 


NONE 


Bent Needle Jet Black 
Cloth 


Wind Seal 
Leaf 


Tornado 

Leaf 


Bent Needle 

































































































Enemy 

HP 

Type 

Element 

Steal 1 

Steal 2 

Drop 1 

Drop 2 

Drop 3 

Drop 4 

Elmon Leader 

4800 

NONE 

EARTH 






Elmon Leader (w/Crown) 

6000 

NONE 

EARTH 

Mind bangle 


Mind bangle 




Enchanted Beast 

14250 

Beast 

NONE 

Magic- 

Storing 

Stone 

Magic- 
Sealing Vase 

Star 

Absorber 




Evil Eye 

2670 

Spirit Magic 








Experiment no. i 

11700 

Organic 

NONE 

Adamantine 

Ore 

Death 

POWDER 

Draining 

Stone 

Iron ball of 
Ruin 

White 

Charm 


Experiment no. 25 

5940 

Magic 

NONE 

POWER 

Reactor 

Generator 

Pendulum 

POWER 

Reactor 



Experiment no. 28 

565 

Mechanical 

NONE 

Sticky tape 

POISONOUS 

BONES 

Thief's 

Key Ring 

POISONOUS 
Red snake 

Toxin But¬ 
terfly Scales 


Experiment no. 42 

1640 

Mechanical 

NONE 

Living 

Gypsum 

Gorgon 

Mask 

Living 

Gypsum 

Stone 

Beast's fang 

Mother na¬ 
ture's Spirit 


Experiment no. 44 

670 

Mechanical 

NONE 

Living 

Gypsum 

Gorgon 

Mask 

Whetstone 

Beast 

Hide rasp 

Living 

Gypsum 

Stone 

Beast's fang 

Explosive Bug 

2880 

Organic 

Wind 

Dark Flame 

Mist of 
Darkness 

Perpetual 

Darkness 




Explosive Bug 

4110 

Organic 

Wind 







Explosive Bug 

880 

Organic 

Wind 

PARAWEED 

Needle 


bug's 

Stomach 

PARAWEED 

Needle 



External Engine unit 

730 

Mechanical 

NONE 







Fire Elemental 

9640 

Aerial 

FIRE 

Purgatory 

Ore 

Necrosis 

Mold 

POISONOUS 

BONES 

Poison Oil 

Toxin But¬ 
terfly Scales 

Necrosis 

Mold 

Fire Fly 

4080 

Aerial 

FIRE 

Mana bottle 

Black Mon¬ 
ster Bug Oil 

Black Mon¬ 
ster Bug Oil 




Flame Beast 

2990 

Beast 

Fire 

Waterfall 

Cluster 

Beast King's 
Claw 

Glacial ice 

RAGING 

Beast's Eye 

Unicorn's 

HORN 

Adamantine 

Ore 

Flame Sphere 

310 

Magic 

Fire 

Junk parts 


Magma 

Fragment 

Mysterious 

Perfume 



Flame tower 

3900 

Mechanical 

Fire 

Seal Cross 

Spent Magic 
Engine 

Sealing 

Stone 




Floating Fish 

340 

NONE 

Water 

PARAWEED 

Thorn 


Cold water 
Stone 

PARAWEED 

Thorn 



Flyweight Kelolon 

270 

Kelolon 

WATER 

Healing 

Medicine 


Whetstone 

Kelo-Oil 



fossil Fish 

1280 

HARDENED 

EARTH 

Frontier 

SlDERITE 

Ancient 

Statue 

Mother na¬ 
ture's Spirit 

Metal scale 

NIGHTMARE 

Seal 

fairy's 

Cradle 

Gaiatoad 

2000 

Organic 

EARTH 

Poison Oil 

POISONOUS 

BONES 

Toxin But¬ 
terfly Scales 

Necrosis 

Mold 

POISONOUS 
Red snake 

Byproduct X 

Gate Keeper 

6900 

Spirit Magic 

NONE 

Brass Key 

CAPE OF 

Illusions 

Round 

Spirit Stone 

paralyzing 

Thorn 

Sealing 

Stone 

Purgatory 

Ore 

1 General 

4050 

NONE 

Wind/ 

EARTH 







! GIGANTES 

6900 

Spirit Magic 

EARTH 

Beat stone 

Death 

POWDER 

Iron ball 
of Ruin 

Living Brass 

POWER 

Reactor 

Adamantine 

Ore 

Glacier Beast 

640 

Magic 

WATER 

Mysterious 

Perfume 

Replica staff 

Mysterious 

Perfume 

Magic 

Crystal 



Glacier Fragment 

640 

Magic 

WATER 



Thief's 

Charm 




Glacier Fragment 

640 

Magic 

WATER 

Healing 

Herb 

Replica staff 

Cold water 
Stone 

RAINBOW 

Coral 



Gohtzan Infantry 

980 

NONE 

NONE 







Golba 

2110 

Magic 

WATER 

Beast Hide 
RASP 

Guardian 

Ore 

Adamantine 

Ore 




Gold Kelolon 

270 

Kelolon 

WATER 

Kelo-Oil 

Kelolon 

Heart 

Kelo-Oil 

Kelo-Helmet 

Kelolon 

Heart 


Granshaker 

710 

NONE 

WATER 

Quality 

Iron sand 


Quality 

Iron Sand 

Pumice of 
Despair 



Grantoad 

820 

NONE 

WATER 

poison Oil 


Cold 

Water Stone 

poison Oil 



Gray fossil 

1330 

["HARDENED 

WIND 

Gorgon 

Mask 

Ancient 

Statue 

Shark Skin 

Metal scale 

Dark 

Demon note 


Ground Sphere 

290 

MAGIC 

EARTH 

Quality 

Iron sand 

Frontier 

SlDERITE 

Black Pearl 

POWDER 

Loud Bell 

Mysterious 

Perfume 

Magic 

Crystal 

Guana 

1420 

Beast 

Fire 

RAGING 

Beast's Eye 

Beast 

King's Claw 

Sticky Tape 

Gutsy Cloth 

Beast's Horn 

RAGING 

Beast's Eye 

Guard Armor p 

3170 

Mechanical 

Wind 

Pendulum 

Generator 

POWER 

Reactor 




' Guard Armor 

1840 

Mechanical 

NONE 

Generator 


Sticky Tape 

Junk parts 

Pendulum 


Guard Beast 

225 

Beast 

NONE 

Healing 

Herb 


Quality Iron 
Sand 




Guard Beast 

860 

Beast 

NONE 

Healing 

|Herb 


Magic- 
Luring STONE 

Blinding 

POWDER 



Guard Dog 

200 

Beast 

NONE 

SANDMAN'S 

Seal 

Demon 

Sculpture 

Beast Hide 
RASP 

SANDMAN'S 

Seal 

Nightmare 

Seal 


Guard Preshion 

700 

Aerial 

NONE 

Mana Herb 


Sticky Tape 

Poison Oil 



Gyaplos 

920 

Beast 

Wind 

Beast Hide 
RASP 

Guardian 

Ore 

Wind 

Seal Life 

TORNADO 

Leaf 

Beast's Horn 

RAGING 

Beast's Eye 

Hell Shaker 

9120 

NONE 

Water 

Healing 

Herb 

Beat stone 

Iron ball 
of Ruin 


Hellish Kelolon 

22190 

Kelolon 

WATER 

Death 

Powder 

Kelolon 

Heart 

Adamantine 

Ore 

Kelolon's 

Soul 

Glacial ice 

Heracles 

1170 

Organic/ 

HARDENED 

NONE 

Healing 

TANK 

Spent Magic 
Engine 

Eastern Red 
Ore 

Ceremonial 

Crystal 

Magic- 

Sealing 

Seal Cross 


268 
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ENEMY 

HP 

TYPE 

Element 

Steal i 

Steal i 

Drop i 

Drop 2 

Drop 3 

Drop 4 

IDE 

1200 

SPIRIT MAGIC 

NONE 

Guardian 

Ore 


PARAWEED 

THORN 

Black Pearl 

POWDER 

MAGIC' 

Sealing 

Feather 


IMMORTAL ONE 

175000 

Aerial 

EARTH 







INSECTOR 

1510 

HARDENED 

EARTH 







Iron colossus 

2260 

Spirit Magic 

NONE 

Guardian 

Ore 

Iron ball 
of Ruin 

Glacial ice 

Beast 

Hide rasp 

Beat stone 

Iron ball 
of Ruin 

Kelo Brigadier Captain 

6780 

Kelolon 

NONE 







Kelo-Kelolon 

460 

Kelolon 

WATER 

Kelo- 

Vitamin 






Kelolina 

80 

Kelolon 

WATER 

Angel's 

Plume 


Healing 

Medicine 

STICKY TAPE 



Keloline 

690 

Kelolon 

WATER 

Angel's 

Plume 


STICKY TAPE 

KELO'OIL 



Kelolita 

480 

Kelolon 

WATER 

MAGIC' 

Sealing 

Feather 

Spent Magic 
Engine 

MAGIC' 

Sealing 

Feather 

Seal Cross 



Kelolon 

80 

Kelolon 

WATER 

Healing 

Water 


Whetstone 




Kelolon 

3320 

Kelolon 

WATER 







Kelolon Associate 

1540 

Kelolon 

WATER 







Kelolon Mama 

1880 

Kelolon 

WATER 







Kelolon Papa 

2820 

Kelolon 

WATER 







Kelo-Ranger 

3390 

Water 

NONE 







KELO'SlSTER 

770 

Kelolon 

WATER 







KELO'THUG 

2320 

Kelolon 

NONE 







Killer Bird 

1050 

Aerial 

Wind 

TORNADO 

Leaf 

Gale Wing 

Bent Needle 

Thief's 

Charm 

Sharp Beak 

Monster 

Bird's Plume 

King Owl 

1830 

Aerial 

Wind 







LAND WALKER 

515 

Mechanical 

NONE 







LARGE SNAIL 

280 

Magic 

WATER 

Life Stealing 
Tooth 

Vampire 

BOTTLE 

Blood Suck- 
ing Needle 

Life Stealing 
Tooth 



Mad Carapace 

105 

HARDENED 

WATER 

hard Skin 


Whetstone 

Hard Skin 



Mad sarbella 

290 

Beast 

Fire 

Healing 

Medicine 


Healing 

Medicine 

Beast's Horn 



Magic Beast 

26790 

Beast 

NONE 







Magic infantry 

2610 

Organic 

EARTH 

Ruin Mask 

Magic power 
Device 

loud Bell 

Roaring 

Iron Claw 



Magic insect 

240 

Organic 

WIND 

MAGIC' 

Luring stone 


Whetstone 

INSECT 

INNARDS 



Magic insect 

1260 

Organic 

WIND 

bug's 

Stomach 

Giant Feeler 

BLACKMON' 

STERBUGOIL 




Magic insect 

590 

Organic 

WIND 

Giant Feeler 


Insect 

INNARDS 

bug's 

Stomach 

PARAWEED 

Thorn 

Wind Seal 

LEAF 

Magic Pebble 

50 

Magic 

EARTH 

Ground 

Bomb 


Healing 

Medicine 

Whetstone 



Magic rock 

40 

Magic 

EARTH 

Mana Herb 


Quality 

Iron Sand 




Magic Slider 

920 

Mechanical 

NONE 

Sun Crystal 


Junk parts 

Pendulum 



Magic tower 

670 

Mechanical 

NONE 

Gutsy Cloth 

Generator 

Junk parts 

Pendulum 



Magi-Plant 

1370 

Spirit Magic 

NONE 

Magic Staff 
Fragment 

Ultra Pa- 
ralysis Fluid 

Glacial ice 

Magic Staff 
Fragment 

PARAWEED 

Needle 

PARALYZING 

THORN 

Man Eater 

160 

NONE 

EARTH 

poison Oil 


STICKY TAPE 

poison Oil 



Manta (ist battle) 

620 

Organic 

WATER 



Beast Hide 
RASP 




MANTA (2ND BATTLE) 

960 

Organic 

WATER 







MANTALAS (1ST BATTLE) 

3050 

Organic 

WATER 



bug's 

Stomach 




MANTALAS (2ND BATTLE) 

4180 

Organic 

WATER 







Melee Kelolons 

80 

Kelolon 

WATER 

KELO'OIL 


KELO'OIL 




Money 

1590 

NONE 

WIND 

Thief's 

Key Ring 

INVISIBILITY 

POTION 

Mother na- 
ture's Spirit 

Thief's 

Key Ring 

Master 

Thief tool 

CEREMONIAL 

CRYSTAL 

Money 

10170 

NONE 

EARTH 







MONEY'MONEY 

8240 

NONE 

Wind 



Biography 

OF BACKYARD 




Neo Generator 

1830 

Mechanical 

NONE 







NIGHTFLIER 

220 

Aerial 

Wind 

Gale Wing 


Sticky Tape 

Sharp Beak 

Blinding 

POWDER 


NUMARA CAVALRY 

430 

None 

NONE 



Junk parts 




NUMARA HEAVY CORPS 

420 

None 

NONE 

Whetstone 


Junk parts 

SANDMAN'S 

SEAL 



NUMARA SOLDIER 

370 

NONE 

NONE 



Whetstone 




NUMARA SOLDIER 

260 

NONE 

NONE 

Healing 

Herb 


Pumice 
of Despair 




NUMARA SOLDIER 

300 

NONE 

NONE 


Junk parts 




Numara White Magician 

490 

NONE 

NONE 

Eye Drops 


Black Pearl 

POWDER 

MAGIC' 

Sealing 

Feather 



Numara White Magician 

370 

NONE 

None 

Circlet 


Circlet 




Plant Dragon 

940 

SPIRIT MAGIC 

NONE 

Mint 

POWDER 


QUALITY 

Iron Sand 

Pumice of 
Despair 

hard Skin 


Platinum Kelolon 

2480 

KELOLON 

WATER 

KELO'OIL 

Death 

POWDER 

KELO'OIL 

KELO'HELMET 

Kelolon 

Heart 
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Enemy 

HP 

Type 

Element 

Steal i 

Steal 2 

Drop i 

Drop i 

Drop 3 

Drop 4 

Puppet Master 

770 

Magic 

NONE 







Raptor 

565 

Beast 

Fire 

Guardian 

Ore 


Magma 

Fragment 

Crimson 

Treasure 

Beast Hide 
RASP 

Whetstone 

Raptor 

1000 

Beast 

Fire 







Raptor boss 

2970 

Beast 

Fire 







rarement 

20120 

Spirit Magic 

NONE 

PANDORA'S 

BOX 

CAPE OF 

Illusions 

pandoras 

BOX 

Ruin Mask 

Forbidden 

Explosive 


Red Trent 

1370 

HARDENED 

EARTH 

HARD SKIN 


Quality 

Iron Sand 

Pumice of 
Despair 

Hard Skin 


Red Wilber 

1280 

Aerial 

FIRE 

Mist of 
DARKNESS 

Perpetual 

Darkness 

Dark Flame 

Perpetual 

Darkness 

PARALYZING 

Thorn 

Living Brass 

Reef worm 

175 

Organic 

WATER 

COLD WATER 
STONE 


Magic- 
Luring Stone 

PARAWEED 

THORN 



rotten Dragon 

5680 

Organic 

EARTH 

Dragon 

SCALE 

Decaying 

PARTICLE 

Dragon 

Scale 

Byproduct X 

Decaying 

PARTICLE 

Gravestone 
of Fear 

Rough Eater 

1360 

Organic 

EARTH 



Sharp Beak 




SARBELLA 

260 

Beast 

Fire 

Healing 

Medicine 


Healing 

Medicine 

Beast's Horn 



SAVAGE BAT 

4080 

Aerial 

Wind 

Mana bottle 

Wyvern's 
Sharp Claw 

Wyvern's 
Sharp Claw 




SCHIN BEETLE 

400 

Organic 

Wind 

SANDMAN'S 

SEAL 


Wind 

Seal Leaf 

SANDMAN'S 

SEAL 



SEAGULL 

1090 

Aerial 

Fire 

Monster 
Bird's Plume 

Phoenix tail 

Sharp Beak 

Monster 
Bird's Plume 

Seal Cross 


SECURITY EYE 

120 

Mechanical 

NONE 

Junk parts 


Junk parts 




SELF-CLAIMED LV. 99 

770 

Kelolon 

WATER 

Kelolon's 

Soul 


Kelolon's 

Soul 




SHILDA 

760 

Magic 

Fire 

Gutsy Cloth 

Blood Cloth 
Crystal 

Living Brass 




Shilda 

2110 

Magic 

Fire 

Gutsy Cloth 

Blood Cloth 
Crystal 

Living Brass 




Silver Kelolon 

290 

Kelolon 

Water 

Mana Herb 


Seed of 
Terror 




Silver Kelolon 

980 

Kelolon 

WATER 

Mana Herb 


Rainbow 

CORAL 

Glacial ice 



Snowi 

1000 

Organic 

WATER 

Magic- 
Sealing Vase 

Star 

Absorber 

Magic- 
Storing Stone 

Star 

Absorber 



Soul Armor 

350 

Magic 

NONE 

Frontier 

SlDERITE 


Quality Iron 
Sand 

Seed of 
Terror 



Soul Eater Bug 

450 

Organic 

Wind 

Anti- 

Paralysis Herb 


INSECT 

INNARDS 

PARAWEED 

Thorn 



Spitura 

210 

Magic 

Fire 

Mana Herb 


Blood Suck¬ 
ing Needle 

INSECT 

INNARDS 



Striker 

515 

NONE 

NONE 







Tempter 

550 

MAGIC 

NONE 

WATERFALL 

CLUSTER 


COLD WATER 
Stone 

Mysterious 

Perfume 



Trooky 

920 

NONE 

[Tire 

BENT NEEDLE 

Jet Black 
Cloth 

Purgatory 

Ore 

Thief's 

Charm 

Brass Key 


Uhran Guardsman 

840 

NONE 

NONE 

GATE PASS 


Bent Needle 

Whetstone 

Beast Hide 
RASP 


Uhran infantry 

200 

NONE 

NONE 

Seed of 
Terror 

Manacles of 
Despair 

Gutsy Cloth 

Seed of 
Terror 

Mirror 

Stone of Fear 


Uhran Infantry 

980 

NONE 

NONE 







Uncle Kelolon 

700 

NONE 

NONE 

Kelo- 

VlTAMIN 


Kelo- 

VlTAMIN 




UNIDENTIFIED LIFE FORM 

510 

MAGIC 

NONE 

Sun Crystal 


Magma 

Fragment 

Black Pearl 

POWDER 



Water Elemental 

9640 

Aerial 

WATER 

Glacial ice 

Sealing 

Stone 

Spent Magic 
Engine 

Magic- 

Sealing 

Feather 

Seal Cross 

Sealing 

Stone 

Water Beast 

2990 

Beast 

WATER 

Sun Crystal 

Beast King's 
Claw 

Purgatory 

Ore 

RAGING 

Beast's Eye 

Unicorn's 

HORN 

Adamantine 

Ore 

Weed 

930 

Organic 

WATER 

Demon 

Sculpture 


COLD WATER 
STONE 

Rainbow 

CORAL 

SANDMAN'S 

SEAL 

Nightmare 

Seal 

White Beast 

20840 

Beast 

WATER 

Beast King's 
Claw 

Replica Staff 

Living Brass 

Unicorn's 

HORN 

FORBIDDEN 

Explosive 


White dog 

1360 

Beast 

NONE 







White Terror 

1190 

Beast 

EARTH 

Gutsy Cloth 

Blood Cloth 
Crystal 

Quality 

Iron sand 

Nutrition 

OF THE EARTH 

Beat stone 


White Wilber 

1280 

Aerial 

WATER 

Giant Feeler 

Invisibility 

POTION 

bug's 

Stomach 

Black Mon¬ 
ster Bug Oil 

Necrosis 

Mold 

Living Brass 

Wifeena 

160 

Kelolon 

WATER 

Healing 

Medicine 


Healing 

Medicine 




Wild Earth Ball 1 

1880 

Magic 

! earth 







Wild Fire Ball 

1880 

Magic 

Fire 







Wild Wind Ball 

1880 

Magic 

Wind 







Wind Elemental 

9640 

Aerial 

Wind 

Fujin Drum 

FAIRY'S 

Cradle 

Demon 

Sculpture 

SANDMAN'S 

Seal 

Nightmare 

Seal 

Fairy's 

Cradle 

Wind Sphere 

650 

Magic 

Wind 

Gale Wing 

Round Spirit 
Stone 

Fujin Drum 

Round Spirit 
Stone 

Adamantine 

Ore 

Living Brass 

Wise Man 

770 

Magic 

Water 







YETI 

2790 

Beast 

EARTH 

Manacles 
of Despair 

Death 

POWDER 

Iron ball of 
Ruin 

Gravestone 
of Fear 

Adamantine 

Ore 

Sealing 

Stone 

ZAGAN 

J-- 

1200 

Beast 

EARTH 

Frontier 

SlDERITE 


Whetstone 

Beast's Horn 

Seed of 
Terror 
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GAME CREDITS 


Scenario 

Hironobu Sakaguchi 

Character Design 

Takehiko Inoue 

Nobuo Uematsu 

A Thousand Years of Dreams 

Kiyoshi Shigematsu 

Art Lead 

Technical Art Lead 

Audio Lead 

Test Leads 


Hiroshi Hiraga 

Tomas Rovina-Roquero 
Shoko Iwano 

Sakiko Kano 

Koji Ota 

Environment Modeling and Development 
Background Map Model Ayumu Kuboya 

Artists 

Fumiko Miyagawa 

Hiroki Nakamura 

Recording Coordinator 

LA Recording Coordinator 

LA Recording Coordinator 


TakayoshiIkeda 
(Voice&Heart) 

Mark Suzuki 
(Stellar Music Inc.) 

Ruriko Duer 

UX Coordinators 


Ryoji Shimizu 

Hiromi Mihara 



Ikuo Yamazaki 
JunichiMorita 



(Power 2 Entertainment 

Inc.) 

User Research Project 


Hiroko Nakata 



Koji Iwayagano 

Assistant Producer 


Kazuki Adachi 



8 





Makoto Ouchi 

Producers 


Soichiro Sano 

Technical Director 


Katsuhisa Higuchi 

Business Manager 


Takayuki Kawasaki 



Masahiro Hattori 



(Aniplex) 

V ID’ 


Roy Sato 

Takehiro Kaminagayoshi 
Nobuyuki Yanagisawa 
Eiichiro Ishige 

Fumihiro Kanehira 

Hirohiko Iyoku 

Atsushi Miyazono 

Takahiro Matsumoto 

Takeshi Toyoda 

Junichiro Asakura 

« MISTWALKER CO., LTD.» 



Mitsumasa Okamoto 



Jiro Ambe 

Production Manager 
Program Lead 


Product Marketing 

Kensuke Tanaka 



Noriko Yoshida 



(Voice&Heart) 


Studio Manager 

Hiroko Nakamura 



Seiji Tokizawa 

Lyrics Translation 


Rie Etoh 


Marketing Coordinator 

Kyoko Saito 



Shiori Nagayoshi 

Vocal 


Yurie Kokubu 

Level Design Lead 

Concept Art Lead 

Character Model Lead 
Character Set-up Lead 
Animation Lead 

Environment Model Lead 


Concept Modeling 

Hiroshi Arai 



Shusaku Yoshikawa 

Voice 


Katan Hiviya 


English Script/Terminol- 


Michele Sato 



Yoshihide Sasagawa 

Taiko 


Osamu Miyake 


ogyCheck 





Daisuke Mogi 



(Wakajishi) 


« FEELPLUS CO., LTD.» 



Takatoshi Kobari 

Quena«Charango etc... 


Grupo KHANTATI 


Executive Producers 


Yoji Ishii 

Ray Nakazato 



JunkoMimori 

Hiroyuki Hoshino 

Songs 

"What You Are" 


Programming 


Eclip 

se oltime 

Object Model Lead 


Ken Karube 

System Program 

Takaaki Ishikawa 

Object Model Artists 



Vocals 


Sheena Easton 

VFXLead 


Tarit Nilubol 


Danlto 


Tomoyoshi Sakaguchi 
fects 

Sheena Easton's Manager 


Harriet Wasserman 

Visual Production Lead 


Taro Hiwatashi 



Chihiro Ito 

1 r 



(Emmis Management) 

Cut Scene Lead 


Ichiro Sato 





Recording Studio 


igloo music 




Izumi Hamamoto 

Effect Technical Artist 


Takenobu Tomita 


CG Cinematics Lead 


Izumi Obata 






Gutavo borner 


Battle Program 

Masahiro Honma 




Operator 


Audio Lead 


Hirotomilmoto 

World Map Program 

Suguru Yokoyama 




Engineer 


Brian Kahanek 

Scenario Scriptwriter 


Atsuhiro Tomioka 





Kumiko Takada 

Tetsushi Sekiya 

Assistant 


Joseph Greco 

Interface Designer 
Character Costume Design 


Osamu Yamazaki 

HideoMinaba 

Field Program 

Hidetada Isaji 



English Vocal Arrange- 


Miho Horiuchi 




Makio Kuniyoshi 
JunichiUeno 

Eizo Ono 

Tatsuya Yoshinari 



ShinjiTakei 




Concept Art Designer 


Christian Scheurer 

VFX Program 






Caesar Filori 

Visual Concept Works 

Makoto Kobayashi 


Visual Production Management 

« Japanese Recording » 

Voiceover Direction Susumu Aketagawa 

Monster & Gadget Design 

Yoshinori Sayama 



Manager 


aninya Miyakawa 



(MAGIC CAPSULE 

Co.,Ltd.) 

Kenji Ohyama 
(OFFICE OSAWA 

Co.,Ltd.) 

Battle S 

Cut Scene Production 




Battle Planner 


Takehiro Ishida 

Cut Scene Visual Artists 


Hideki Kubo 

Casting 


<Japanese> 

Battle Scripters 

TaikiEda 



Masahiro Sato 


Kaim 


Etsushi Toyokawa 


Kentaro Yazawa 



Minoru Saegusa 



Sarah 


TakakoUehara 


Yoshikatsu Nakashima 



Tadashi Nushitani 



Wataru Matsuoka 

Ming 


KaoruOkunuki 

Level Design 



Fumiyo Tanaka 



(OFFICE OSAWA 

Co.,Ltd.) 

Seth 


SeikaKuze 

Background Map Planners 


ToruOsaki 



Tetuo Watanabe 



Cooke 


YUKO (Flip-Flap) 



Yuichiro Shirai 

CG Cinematics Production 



Daisuke Fujimoto 

Mack 


AIKO (Flip-Flap) 



Makoto Chida 

CG Artists 


Hiroshi Yamamoto 



(OFFICE OSAWA 

Gongora 


Haruhikojoh 



Takayuki Satsuma 



Takayuki Higurashi 


Co.,Ltd.) 

King Gohtza 


Chikao Ohtsuka 



TaikiWatanabe 



Norio Tachikawa 

Recording Engineer 


Takashi Tachibana 

Li rum 


Sumi Shimamoto 

Scripting 



Nozomi Sanada 



(MIT studio) 

Sed 


Yosuke Akimoto 

Field Map Scripters 

Masayuki Sono 



Makoto Kazamaki 

Second Engineer 


Ryo Kawamata 

Roxian 


Mugihito 



Masayuki Shimura 



Masahito Honda 



(MIT studio) 

Tolten 


Ryo Horikawa 



Masao Suganuma 



Saori Yoshimoto 

Studio Coordinator 


Mina Watanabe 

Kakanas 


Koji Ishii 



Yoshihide Sato 



Shigeru Kasai 



(MIT studio) 

Maia 


Natsumi Sakuma 

World Map Scripter 


Tatsuo Saito 



Tomoaki Morizumi 

« English Recording » 



Kaori Akashi 

Scenario Scriptwriter 


Yuka Yamada 

Audio Production 

Audio/Casting Director 


Chris Borders 



Mayumi Asano 

Concept Art 

Sound Artists 


Masakatsu Tamura 

Walla Casting 


Barbara Harris 



Tsutom Ooe 

UI Design 


MikiOhno 



Tomoko Imoto 

« Technicolor » 



Kazuhiro Oguro 

Background Designers 


Hiroshi Shimizu 

| Noisycroak Staff 


Hideki Sakamoto 

Audio Recording Engineer 


Morgan Gerhard 



Atushi Ono 



Siho Tamura 



Keisuke Itou 

Director of Audio Services 


Tom Hays 



Hiroko Kimata 



Tetsuya Amabiki 



Tsuyoshi Yukawa 

Audio Editor 


David Fisk 



Daisuke Kirii 



Masato Yoshimura 

A Thousand Years of E 

reams Production 

Audio Editor 


Jake Worthington 



Yuji Sakuraba 



Chieko Mukoyama 

Artists 


Miyoko Suganuma 

« Translation of "A Thousand Years of Dreams" » 



Fuminori Sugiura 

Monster Designers 


Shingo Kabaya 



JunpeiKato 

Translator 


Jay Rubin 



Eri Nakao 



Tokuyuki Onodera 

Sound 


Yuji Yamagishi 

« Opening CG Movie & Original Storyboard for Interme- 



Shintaro Nakano 



Yasuhiro Nishikawa 

Testing 

diate CG Movie » 



Rintaro Nishi 



Shunpei Kozaki 

i Lead 


Sadao Yanagi 

« ROBOT » 



Jin Horikawa 



Akira Okamoto 

j Testers 


KeiSetoguchi 

Producer 


Mikitaka Kurasawa 



Matsuo Matsuo 

Character Designer 


TOHRU 



Takahiro Murata 

Director 


Katsuyuki Motohiro 

Jansen 


Kosuke Toyohara 

Kusanagi Staff 


Nobuhito Sue 



Shunsuke Tomioka 

Technical Supervisor 


Ikuo Nishii 

< English > 



YojiNakaza 



YoichiMaruta 

Assistant Director 


Shu Fujimoto 

Kaim 


Keith Ferguson 


Hideyasu Narita 



Kinya Watanabe 

Production Manager 


Junji Kawaguchi 

Seth 


Tara Strong 



Saho Yamane 



ShinEnomoto 

Storyboard & Previz tor Opening CG Movie 

Gamma Ray Studios, Inc. 

Original Storyboard for Intermediate CG Movie 

Ming 


Salli Saffioti 

Scarab Studio Staff 


Yuhko Nakanishi 

Project Management 

Sarah 


Kim Mai Guest 



Takeshi Matsuzawa 

Project Manager 


Kenichiro Tsukuda 

Cooke 


Kath Soucie 



Sukeyasu Arimoto 

Manager 


Makie Takahashi 



Jun Asakawa 

Kouhei Morikawa 

jhics Crew 

NC.» 

Masashi Sakamoto 

Makoto Yura 

Hiroyuki Hayashida 
Tomohiro Yonemichi 

Yuzou Furudomi 

Shinnosuke Chinone 

Ryusuke Koga 

Mack 


Nika Futterman 



Taro Murayama 

Account Manager 


Isao Tadokoro 

Storyboard Artist 


Jansen 


Michael McGaharn 

Character Modeling and Development 

Account Manage Assistant 


Asami Yoshida 


Tolten 


Chad Brandon 

Character Model Artists 


Shinya Kamei 

<< Music » 


Sed 


Michael Bell 



Masaaki Sato Composer 


Nobuo Uematsu 

CG Producers 


Gongora 


Jesse Corti 



Yoshiyuki Yanagisawa 

Lyrics 


Hironobu Sakaguchi 


King Gohtza 


Peter Reneday 


Mieko Okuto 

Music Arrangement 


SatoshiHemmi 

CG Supervisor 

Sequence CG Supervisor 
CG Artists 


Kakanas 


David Lodge 



Daisuke Sato 



Hiroyuki Nakayama 


Lirum 


Shelly Callahan 



Jun Kogaito 

Recording Engineer 


Takashi Sasaki 


Roxian 


H. Richard Greene 



Kazuna Mikamoto 



(Sony Music Studios 


Maia 


Melody Spevack 



Koki Nakadai 

Ip^ i • 


Tokyo) 



Funeral Director Melvi 


Danny Shorago 



Hiroko Ito 

Assistant Engineers 


Seiji Itabashi 



Adjutant General/Bar¬ 
keeper/Citizen 


Gregg Berger 



Takashi Yamaguchi 

Masaaki Amano 

if 3 


(Sony Music Studios 

Tokyo) 



Kanta Arai 

Daichi Okajima 









Hiroaki Okuda 

. 


Soldier/Dark Acolyte 


Michael Gough 


Tetsuya Nozawa 

"" -- - mi S 


(Sony Music Studios 

Tokyo) 

CG Effect Artists 


Ryoji Takai 

Hidemi Shimura 



Katie Leigh 




Motohiro Noguchi 



Andre Oustinov 

Noland North 
< Walla Group > 

Catherine Cavadini 

Willow Geer 

1 John Joseph DeMita 

Vernon Scott 

Set-up Artist 


Tsuyoshi Azuma 



(Sony Music Studios 

Tokyo) 



Ayako Kuroda 

ShinjiMatsuda 





CG Character Rigging 
Artists 

Production Managers 


Tatsuya Kosaka 

Mamoru Kushiro 

Yasunobu Arahori 

Tadashi Kushiro 

Motion Artists 


Hiroshi Mitsuzuka 

Kazuya Nishimura 

Koichi Suzuki 

Masaya Kusunose 


(VICTOR Studio) 

FUMI Shinohara 
(VICTOR Studio) 






NaohiroEndo 










(VICTOR Studio) 

■ ' 


Sachiyo Ito 

Yuji Sato 

Executive Program 
Manager 

Program Managers 


Gordon Hee 



Isao Takeuchi 



System Management 



Toshiharu Tange 



KenjiAsari 



(Sound INN) 

« Polygon 

CG Producer 

CG Animation Supervisor 

Pictures Inc.» 

Development Lead 


Micky Yamaguchi 

Junya Shimoda 



Jisaku Hamada 

Recording Director 


Yoshiaki Ishiwata 
(Voice&Heart) 


Koji Inoue 



— 



— 


— 

— 






































CG Character Rigging 
Supervisor 

CG Technical Director 
CG Animation Artists 


Line Producer 
Production Manager 


Megumi Sonda 

Takashi Nagasaki 
Eiji Ohkushi 
Maki Noda 
Hiroyuki Torii 
Yoshio Nishimura 
FumieTomono 
Tomoyo Kyomori 
Haruyasu Makino 
<< Z-FLAG Co,Ltd. » 

Sequence CG Supervisor Katsuharu Hiruma 

CG Artists Kazutoshi Yoneyama 

: ANIMAROID Inc.'Modeling Devil’team > 


CG Modeling Supervisor 
CG Modeling Artists 


Kazuki Amenomiya 
Motoki Nakazawa 
Takanori Konno 
Masayuki Nishiguchi 
Akira Kawasaki 
Ayumi Hayasaka 
Hitoshi Murakami 

Production Manager Michiyo Ogata 

Motion Capture Crew 

Motion Actor Kentarou Furuyama 

<< AACSTUNTS inc.» 


Action Director 
Motion C apture Actors 


Wire Riggers 

Camera Operator 
Assistant Camera 
VTR Operator 
Production Designer 
Prop Master 
Avid Editor 
Production Manager 


Makoto Yokoyama 
Tomotaka Watanabe 
MarkMusashi 
Akira Ohashi 
Hiroshi Maeda 
Nobuyuki Obigane 
NaokiOfuji 
Minoru Tomita 
Mizuho Yoshida 
Toshinori Sasaki 
Shinji Tomita 
Chinatsu Murata 
Keisuke Ohta 
HiroshiWada 
Kousuke Nishibuchi 
Hiroshi Sunaga 
Hideki Tokumasu 
MOZOO,inc.» 


e Producer 
e Technical 


Motion Capti 
Motion Capti 
Director 
Motion Capture Animators 


Shinji Takehara 
Sakura Munakata 


Motion C apture Assistants 


Special VFX Supervisor/ 
Compositor 

SFX Producer 
Cinematography for Effect 
Material 


Yoshihiro Ozawa 
Kenichi Tachibana 
Wataru Yachida 
Yoshikilsozaki 
Shinjirou Nagao 
Daisuke Imahori 
HiroakiMiura 
Special VFX Crew 


Kunisaku Matsuda 

ai Inc. » 

Yoichi Ogawa 
Jun Suganami 


Ligting Master 
Key Grips 


Special FX 
Post Production 

Sound Effect 
Sound Mixer 
Post Production 


Manager 
Lead Modelers 


Producer 
Director 

Production Managei 
ChiefDesigner 


Toshiaki Kimura 
Masayuki Hosoyama 
Takeo Katayama 
Osamu Kikegawa 
Muraki Kazukuni 
Wataru Nakahara 
LOCUST 
IMAGICACorp. 

Sound Crew 

Kenji Shibasaki 
Jun Nakamura 
AOI STUDIO CO.,LTD. 
CG Cinematics Unit >> 

Akira Yasui 
Mizuko Matsumura 
Takahiro Shimura 
AnnaMito 
Chika Sakamaki 
KojiHashimoto 
Masami Hashizume 
Miki Naruse 
Shogo Tojo 
Tadashi Hashimoto 
Takeshi Sugiyama 
Yoshio Kamikubo 
Digital Artist Guild >> 

Yuichi Sakai 
Takao Namiki 
Katsumi Nihonmatsu 
Takeshi Ozaki 
Kazuhiro Yano 
Naoki Kuroshima 
Shinichi Katou 
Aitor Gaston 
Hiroshi Tomiyama 
Hisanori Matsushima 
jinniju 

Jitsuhisa Shibata 
Kenichi Onuki 
Kibou Iwakura 
Miyuki Hasegawa 
Naoaki Kawamura 
Sadahiro Okui 
TakafumiMaja 
Taku Shudo 


Matte Painters 


Designers 


Producer 

Director 

Production Manager 
Senior Animator 
Artists 


Motion Actors 


ChiefDesignt 


Studio Manage 


Motion Actors 


Director 

Artist 


Tatsushi Suzuki 
Yoriko Furuya 
Youji Shiga 
Takashi Kogure 
Yoshiaki Tainaka 
« Studiohand » 

Fumi Takeuchi 
Hirotaka Yoshida 
Realtime Cinematics Unit >> 

« Digital Frontier » 

Yusaku Toyoshima 
Hideaki Maegawa 
Nobuhiro Suzuki 
Yukinobu Fujimatsu 
Atsushi Morimoto 
Hayato Imatsuji 
Hirokazu Touno 
Kyoko Yonemoto 
Lin Hsuan-fu(anderson) 
Mariko Egawa 
Masanori Ishikawa 
Rikiya Masuda 
Shuichi Osawa 
Takeshi Kamekawa 
TakumaDoi 
Tomohito Masuo 
Tomomi Iwabuchi 
Yasutaka Akama 
Yoko Miyauchi 
Yoshifumi Tomura 
Yosuke Yamada 
Yuto Hashiyama 
Mayu Hiratsuka 
Kazuki Muramatsu 
AiEnomoto 
Nene Hayasaka 
Haruka Moriyama 
AiFurukawa 
Masaki Ishigaki 
KanjiKazama 
« Dynamo Pictures » 

Motohiko Yoshimura 
Akihiro Matsui 
Ikue Tsutsumi 
Ken Ueno 
Yuji Taniguchi 
Yoko Tabata 
Kosuke Chiba 
Ai Shimura 
Hidenori Takei 
Tomohiro Nara 
Yumiko Okuda 
: Enumaelshich Pictures » 

Tatsuya Yabuta 
FutoshiNagata 
Microsoft Game Studios » 


Studio Manager 
Development Leads 

Art Leads 

Game Design Lead 
Program Manager 
Group Senior Manager 
Audio Director 
Audio Lead 

Administrative Assistants 


Operations Engineer 
Asset Manager 
Senior Business Managf 

Test Manager 
Test Lead 

Assistant Test Leads 


STE 

Translators 


Proofreaders 


International Progra 
Manager 


Japar 


Andrew Flavell 
Yukie Yamaguchi 
Tomoyuki Hoshi 
Kentaro Yoshida 
KojiKubo 
Yasutake Nakayama 
Yutaka Noma 
Richard Newman 
Yoshikazu Kamata 
Kazutaka Yamaguchi 
Yuko Kusakabe 
Takako Onodera 
Kazuko Tajima 
Edgar M Cooke 
Yumiko Eshima 
Minoru Naito 
MihoMurano 
Naomi Yokoyama 
Fiichiro Kojima 
Graham Bell 
Takeshi Kono 
Alfred Tan 

Test 

Robert Lamb 
Kensuke Hayashi 
Takami Kuramochi 
Yosuke Shingai 
ManabuFndo 
Tomoko Fukui 
Yoichiro Kataoka 
Miyuki Sakata 
Aki Kato 
Aki Kawashima 
Tatsuya Tanabe 
Mizuho Sugawara 
Satoshi Kikkawa 
Miki Mori 
User Research 

Dennis Wixon 
Kevin Keeker 
Daniel V. Gunn 
NickHillyer 
c Localization > 
i Yuko Yoshida 


Group Manager 
Lead Software Design 
Engineer 

Software Design Engineer 


Shinji Komiyama 
Yutaka Hasegawa 

TakashiSasaki 


Atsushi Horiuchi 

United States 

Program Manager 


Yumiko Murphy 

Content Publishing 
Manager 


Laura Hamilton 

Software Localization 
Specialists 


Shotaro Kobayashi (Volt) 



Charles Tatsuya Sinex 
(Volt) 



Yoshiko Oglesby (Volt) 

Editor 


Tony Elias 

Content Writer 


Joshua Ortega 

Documentation Designer 


Chris Lassen 

Documentation Designer 
Audio Production Manager 


DougStartzel 

Ken Kato 

Audio Tools Developer 


Doug Lewis (Excell) 

Test Manager 


Fred Norton 

Lead SDETs 


Chris Hind 



Abby Lin 



JoeDjorgee 

SDETs 


Miho Horiuchi 



Tony Chu 

STEs 


Jennifer Lorhammer 
(Excell) 



Lou "SvveetLoo" Huderski 
(Volt) 

Reserves Test Manager 


Jimmy Bischoff 

Testers 


Allyn C. Iwane (Excell) 



Chrystya C. Uldrikis 
(Excell) 



Jacob Troxell (Excell) 



Douglas Jensen (Excell) 



Chris Liaw (Excell) 



Rebekah Williams (Volt) 



Kari Toyama (Excell) 



Michael Eisenbrey (Volt) 



Paul Morris (Volt) 



Josiah Bolek (Excell) 



Kyle Symonds (Volt) 



Chris Mathews (Excell) 



Alison Burkley (Excell) 



Ann Thomas (Volt) 



Chad Hale (Volt) 



Matt Antonellis (Excell) 



Michael McClain (Volt) 



Ross Little (Excell) 



David Locke (Excell) 



Matt Wolff (Excell) 



CodyJ. Roesch (Excell) 



Victor E. Moore (Volt) 



Mallory McCorkle (Volt) 



Matthew "Ducalion" Frank 
(Excell) 



Neil "Karmu" Ozzie 
(Excell) 



Trayce Luxtrum (Volt) 



Stacey Kaneta (Excell) 



David Unger (Volt) 



Maurice Campbell (Volt) 



Amber Melena (Excell) 



Jeff Stanislawski (Volt) 



Blake Davis (Volt) 



Kennyjackson (Excell) 



Charles R. Wright (Volt) 

Black Ops 


Lee Stoiser (Volt) 



Chris Wright (Excell) 



Lewis Liaw (Excell) 



ZackMarley (Volt) 



Thomas Coldwell (Volt) 



Ray Chow (Volt) 



Wing-Yiu Wong (Excell) 



Angela Serrano Brummett 
(Volt) 



Jesse del Rosario (Excell) 

Reserves Test Lead 


Craig Marshall 



Mark McAllister 

Ireland 

Program Managers 


Peter O'Grady 



Suzanne Boylan 

Testing 


Bartolome Malagon 
Ramirez 



Enda Kelly 



Francesco Sansone 

Engineering 


Levente Vero 



Paul Peacock 



LeiXue 



Steven Garrad 

Audio 


Steve Belton 

Matinee 


Aoife Grey 



Barry Duggan 



Brian Gallagher 

Korea 

Program Manager 


Jae YounKim 

Localization Program 
Manager 


YoungJin Park 

Test Lead 


Sang Min Park 

Tester 


Jae Young Ryu 

Reviewer 


Yoon Hee Cho 

Taiwan 

Program Manager 

Cheng-Te Tony Lin 

Localization Project 
Manager 

Kay Wang 

Test Lead 

Wen-Chin Deng 

Testers 

Aha Chiu 


Daniel Huang 

China 

Program Manager 

Tom Tang 


Localization Program 
Manager 

Free Zhai 

Test Lead 

Dean Wang 

Testers 

Jinlan Quan 


XingzhiGuan 


Tao Lin 

« Microsoft» 

General Manager 

Takashi Sensui 

Director 

Joji Sakaguchi 

Senior Product Manager 

Maiko Hata 

XBOX Release Managers 

Atsushi Uno 


Nozomu Nagai 

Ethics And Cero Managers 

Takashi Kogure 


Yuichi Tsutsumi 

Print Production 

Specialists 

Eiichi Ogawa 


Fumio Yanagida 

Director, Global 1st Party 

Craig Davison 

Group Product Manager 

Dan Amdur 

Global Product Manager 

Hees Kyung 

Senior Group PRManager 

Genevieve Waldman 

PRManager 

Rob Semsey 

« Testers » 

Shinya Utsumi 

Hideki Chigira 

Tomoaki Sato 

Harunobu Shida 

Shiho Takimoto 

Toru Ishii 

Haruki Komiyama 

Yoshihiro Shibayama 

Yutaka Ushikubo 

Mitsuru Ogata 

Yuki Komaba 

Kentaro Shoji 

Makoto Nakamura 

Takashi Omura 

Kota Matiya 

Yasuhisa Oda 

Ayako Yukawa 

Masai Takanawa 

Noriyoshi Sato 

Tsutomu Ozone 

YoheiOsanami 

Masabumi Kawashima 

Yusuke Nonaka 

MasateruYaeo 

Keiko Morishita 

Mitsutoshi Sasaki 

Mitsuru Yoshikawa 

Takuzo Miyagawa 

Noboru Narigasawa 

Hiroyasu Murano 

Yosuke Fujiwara 

Tomonori Mitani 

Daisuke Noguchi 

Naoomi Fujii 

Toshiyuki Emoto 

Akihiko Mori 

Masami Obayashi 

Ryosuke Murakami 

Ryo Ookawa 

Hikaru Murayama 

Hiroki Kitsuya 

Tomoya Miyajima 

Kaoru Nakayama 

Jun Ito 

Hideaki Sawada 

Ei Nishizawa 

Yoshiteru Nishikawa 

Daisuke Hattori 

Naohito Shimohata 

Minori Takahashi 

Masayuki Shimazaki 

KojiTakiguchi 

Manabu Muto 

Hikaru Kogiri 

Ryuichi Hirayama 

Reo Ebina 

Makoto Yonekura 

Yohei Maruyama 

Yoshihiko Ookubo 

Tomokazu Abe 

EijiUchida 

Yasuyuki Ichihashi 

Hiroyuki Fukunaga 

Masahiro Seki 

Atsuyuki Wakabayashi 

Naomasa Nagano 

Eijilto 

SyotaHino 

Kosuke Yanagida 

Kiyoto Nisizawa 

Hideaki Takahashi 

KoujiEndo 

Hirotsugu Igarashi 

Kenya Uematsu 

Mitsuhiro Matsuda 

Chika Kameya 

Tadachika Kanawa 

Manabu Ebara 

Akiko Kikuchi 

Shigetoshi Matsusaka 

Yoshito Sugahara 

Toshiyuki Kishiura 

Yuki Murakami 

Ryohei Kawamura 

Rie Inamoto 

Hidetomo Shibamiya 

Muneo Nukaga 


<< Special thanks » 

I Shoko Maruyama 

Michiyo Kumagai 

P Chikara Uchino 

Hideaki Hirabayashi 

L Hayao Nakayama 

Kenichi Iwata 

1 Naohiko Hoshino 

Masamichi Someno 

• Naoto Oshima 

Hiroshi Kawai 

Hidetoshi Kezuka 

Kohei Onoda 

I Kazuya Hashimoto 

Takeshi Nagano 

” Hiroyoshi Kasama 

Masatsugu Yuzurihara 

fc Takashi Sato 

Katsuhiko Yamada 

r JideockKim 

Minoru Kawamura 

Hiroyuki Kanemaru 

Yoshito Uchida 

Masaomi Honda 

Daisuke Kuki 

Yoshiyuki Aiuchi 

Yoshihito Kawabata 

Takami Matsuo 

Takayuki Kaki 

Takahiko Kimura 

Keiichi Baba 

Nobuko Izumida 

Kimie Inagi 

Akira Fujii 

Mitsutoshi Ozaki 

Junichi Yanagihara 

Teruko Sasaki 

Keiko A.Jaffuel 

Naoko Muldowney 

Hiroko Marcinkowski 

Tadao Torishima 

Kenji Nakamura 

Keiko Miyakoda 

Kiyotaka Kawasaki 

Kentaro Kawai 

Yoshihiro Maruyama 

Hiroki Ogawa 

Shane Kim 

Phil Spencer 

Ken Lobb 

Bonnie Ross 

Yukio Futatsugi 

Tsutomu Uchida 

Takeyuki Ogura 

Jonah Masaru Nagai 

Caesar Filori 

Michael Cahill 

Rod Chang 

Aaron Nicholls 

Kutta Srinivasan 

Frank Klier 

Jon Burns 

Relja Markovic 

Norman Cheuk 

AJ Redmer 
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